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Just the
Department of Science

Education get the idea that

calculators and computers are

essentia] to mathematics
teaching? 1 will agree that once
a child reaches 'O' level

standard, a calculatoi

needed, but a compute;?
*n my experience, as a Guide
der, the standard of mathe-

matics in younger children i;

declining. I believe more time

should be spent on basics before

worrying about buying
hardware.

It's not unusual to see yo
rs going to senior school

only a hazy grip of something as

basic as tbe times table. Besides,

f the children I meet,

although they have computers

~.t school, don't really under-

One child told me she could

program a computer. On
vestigation, 1 found she
which key to press when
commercial software. She really

thought that was programming.
Please tell the authorities tc

get their priorities right. Two
o before AJ.

IAMSTRAD

/owe" ZD

ISPECTRUM

ITI99/4A

/SPECIAL FEATURES I
-M<WtA«?

>
"•"'
Dk'lranl
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Is It a bird? |
Is It a man? I

Aii.' r five m ii in
1
is of negol la-

the lurnputer screen.

Originall) lo be produced for

[hi C64 and Speclrum the game
Is being written in America
for ill,' ne« Beyond label,

Monotllh. Expected price of Ihe

managing director

suggested lhal a

games would be

26tb with the release of Quake
Minus One for the C64 a '

Rotkford's Riot for CM a

Rock ford is

;
.

:.

Fuji Film Floppy Discs

being backed by an
Fuji Film is

offering 50 people the trip of a
in an airship,

in the free draw are

required lo leave their telephone
n the special leledata

number 01 200 0200 and asked
ition from which
ke to take off.

There are seven locations:

London, Leicester, Leeds,

Bristol and Portsmouth,
Winners will be picked out of

a hat by darts champions Eric

Bristow and Maureen Rowers
on Tuesday 2B May 1985. No
purchase of Fuji Film Floppy

=uji Photo film, Cr.ifo Hit.
twin Collage. 125 FlncMty
Id. London MW3 6HJ

original version on I

side of the tape free.

Mr Delaney sees Superman as

jusl Ihe beginning of a whole
series of eomic character games
and i- already talking about
Supergirl and even Superdog
sequels. "The mind boggles al

Ihe possibilities", he claimed.

Atari

advantage of all Preslel
facilities. Miracle Technoloj
announced that this ca
mad; possible with its

Multi-Viewterm/Dati .

modem interface and software

package.
The interface and disc-based

software also gives

desofiware downloading.
The package can be used with

Atari models 400, 800. 600XL.
800XL, 65 XE, 65EM, 65XEP
and 130X1. It costs £59.95.

Ixizz:

nail, telex,
j
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1 Software update
Activision has jusi released another onversion of the immensely

popular GlHisrh.ive: :. this time for the \i-\

hoping the MSX versio will rocket

1
C64 and Spectrum predecessors did.

Yet another Hunchback game ha been released, this time by

US Gold and Ocean. O sinally produced by Synsoft in the USA.
Ihe game is for the C64 and is called Quasimodo. It is being billed

by US Gold as "ihe n ost unique lunchback-lype game ever

produced".
The VlC-20 is also getting a look i ibis week with a new game

from Bubble Bus entitled Cavcfighte Bubble Bus claims a lot for

this game and is aiming t at VlC-20 wrs "ho li.uc rtvi'iiili Nth
"starved of really goon new software."

Ttlk Machine Price Publisher

Quasimodo C64 £9.95 US Gold
Ghostbusters MSX £11 99 Activision

MSX £8 95 Terminal
Cave fighter VlC-20 a 95 Bubble Bus
Falcon Patrol 1! Spectrum £6 95 Virgin

Strangeloop C64 £8 95 Virgin

Jet Bool Jack Amstrad £8 95 Amsoft
Master of the Lamps C64 £10 99 Activision
Investment Monitor Spectrum £12 00 Michael Slatford

CI6 £7 95 Bubble Bus
Confuzion

C64/BBC/
Electron £6.95 Incentive

Bobby Charlton Soccer C64/Spec £11.95 Holiday Brother

Beta-Accounts BBC £25 Clares

(

Jump Jet

BBC/C16/
VIC/Spec £9.95 Anirog

Herbert's Dummy Run Spec/C64 £9.95 Mikro-Gen

Printers and
monitors

;e of peripherals and
ables sally

,

launched for the Enterprise 64.

These are a colour monitor,
EP80 + dot matrix printer and
a joystick interface.

The printer is manufactured
under the Enterprise label by
Mannesman Tally and costs

£239.95. The colour monitor is

made by Microvitec and costs

£349.95, while the joystick

interface is £9.95.

Enterprise has also produced
a colour/sound monitor cable,

parallel printer cable and a

it-rial 'networking cable.

Mike Shirley, commercial
director of Enterprise
commented: "Anything with an
Enterprise label has to be of the

highest quality to conform with

the standards of the machine
itself. The printer and monitor
do just that."

A The Enterprise colour monil

iiif*rprJi

Runell S.
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dt'tronics

<
a.
CO

There are 20 speech
synthesizers to be
won In our
Dk'tronics

Competition

;omputer ther
despair because if you enter our
great competition you could be

in with a chance to win a

Dk'tronics synthesizer.

These synthesizers are very

easy to use and you don't need
any programming experience ai

all. Each contains detailed

s full c.

3 that yi

I. There

available which can be made
much more enjoyable by using

them with a speech synthesizer.

Does this sound tempting?
Then read on.

This week we're offering 20
--* lyntbr*

—
Dk'tr

word square competition. There
will be prizes for Amstrad
CPC464. CM and Spectrum
owners. Each winner will win a

speech synthesizer compatible
with his/her own compuier.

The Amstrad CPC464 syn-

thesizer is worth £39.95, the

Spectrum one is valued at

04.95 and the C64 type would
cost you £29.93 in the shops.

Study the wordsquare. There
are a number of speech related

words hidden in it. When you
have found as many as you can,

circle them clearly on the

wordsquare and fill in the

coupon clearly and carefully.

Don't forget to tell us which
kind of computer you own.

Write clearly the number pf
words you found on the back of
the envelope.

Post your entry to Dk'tronics

Competition, Home
Computing Weekly, No.l
Golden Square, London W1R

m
3AB. The closing dale is first Ifyi

post on Friday 7 June. 1985.

You may enter as many limes I

as you wish, but each entry

must be on an official coupe
'

— not a copy — and sealed in

separate envelope.

Important: please folio

carefully the guidelines <

entering — incomplete coupo

the back cannot be considered. I

B l T R N O

I K N

I*

'N I

I T T O I N

P l I J R V'

H T O R B Q L

P N C C E BMOUTHDVW
IN D

! ' O

I
L B

jM I

10 T

I
I H

I P N P | o * = I i K B

W V M
k A

I A X x R E I

GSCKlKTTO
NNUOICROBN
s R © I U B I c N IUKABSR

| A A G ,

E N Y R R x!

» X B F I E O F

'
R I X V O I D B

K K O U R U

|°*NDTRBBZ
|V X P L Q V I

T S L E P SI

L I J M t

Dk'tronics Competition

Numbrr of word] lound _

Tw of ccMputer wn,r - CM / Am,lrml , Sp#((fvm
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Margaret Norman
has been throwing her voice — and
Cheetah Sweet Talker talked back

Sweat Talker

This is Ihe newest speech syn-

thesiser on [he market for the

Commodore 64. It is allophone-

based and produces intelligible,

though not very clear, speech at

competitors.

AHophone-based synthesisers

produce a selection of vowel

and consonant sounds which
can be strung together to make
whole words and sentences.

They

them to say just about anything
— but as the range of allo-

phones offered is inevitably

smaller than the range of differ-

ent sounds in the English lang-

uage, the words can only he
approximated. The resultant

speech has an unmistakably
non-human sound to it, and
you have to concentrate quite

hard to understand what is

being said. This unit actually

Currah synthesiser, which uses

the same system.

The device is a small boi,
about three inches square and
an inch thick, made in beige

plastic to match the computer.
It plugs into the user port, and
has a iead coming ftorn it which
plugs into Ihe eighi-pin DIN
socket. The sound is relayed by
this lead through the television

speaker. It looks quite elegant,

but as it is plugged in at (he

back of the computer it is barely

noticeable in use.

The package includes a dem-
onstration tape, which gives a
brief spoken introduction to the

printedprogram it, will

version appearing
case you find the speech hard to

understand. The program is

written in BASIC, so you can
list it and copy parts of it to use

in your own programs. There is

which contains a table of
allophones available and a

listing of a program to say the

word "cheetah".
Most synthesisers are sur-

prisingly easy to program. This

one is harder than most, as you
have to type in a loader routine

about 10 lines long as well as the

speech data, and numbers
rather than mnemonics are used

to identify the allophones.

When you have decided what
you want the unit to say, you
have to select the appropriate

allophones from the 60 or so

available, look up the number
of each of these in the table,

then enter the numbers in a

DATA statement.

Selecting the right allophones

is the hardest pan, and a certain

amount of trial and error is

necessary to get good results.

There are, for example, six dif-

ferent allophones to produce an
"a" sound — the sounds used

in extract, talking, lapel, state-

ment, farm and hair — and no
leis than seven for "o". The
(ante allophone is used for the

"a" in talking and the "o" in

«mg, which don't sound at all

Alike to met
The programming instruc-

tions are less comprehensive
than I would have liked. The
program listed on the leaflet is

rather oddly arranged; it has ihe

data for the loader routine at

the beginning, and the routine

itself at the end, with the speech
data sandwiched between the

two. A clearly defined routine

using speech would be much
more useful. One line reads:

POKE 54295,8: REM SET
VOLUME, but anyone familiar

with the sound facilities of the

C64 will know that it is actually

location 54296 which controls

the volume, not 54295!

The given on the

repeated on the leaflet, no ac

vice is given on how to vary th

volume of the speech, and n
suggestions for applications ar

included. It would have been
better if the demonstration tape

had included a program which
didn't merely demonstrate the

speech, but actually used it.

It is unlikely that much com-
mercial software using this ut

'

will be available, so it w
appeal more to programmers
than to games players, and poor
though the instructions arc,

they do give sufficient informa-

tion to enable a competent
BASIC programmer to use tht

unit successfully. There are i

good many possible applies

lions for speech synthesisers;

they can be used tc

prompts in business programs,

to give warnings of attacks ir

arcade games, to enable charac-

ters in adventures to speak, ti

provide instructions in educa
t ion a I programs for children

who can't yet read, for speaking

clock programs, spelling tests,

and lots more.
If you are willing and able tc

write your own programs tc

make use of it. then this

package represents a good buy.

Its quality and price c<

well with those of oth
thesisers on the marke .

acceptably easy to use. and the

intelligibility of the speech

should be adequate for n

purposes.

Price: £24.95

Cheetah Marketing

24 Ray St, London

HOME COMPUTING WEEKLY 21 May I9B5



Modem House are pleased to announce the following special

offers, available from your local dealer, or direct by mail.

Micro Packs
All micro packs include sll necessary items

to turn your micro into a communicating machine

Open the door to a whole new world.

Spectrum (all models)
VTX 5000 modem £49.95

. Optional extras for use with VTX 5000
UsertoUsersoftware(oncassette) £3.95
Ascii format software to link to bulletin boards etc C6.95

MICRO PACKS
BBCBmicropack £59.95
Commodore 64 micropack £99.95
Commodore Pet range £99.95
Apple II range excluding lie £99.95
Applellc £129.95
Dragon32&64 £59.95
TandvModell 6111 £99.95
MSXmachinesincludingwordprocessoranddatabase £199.95
ACT Apricot £179.95
ACTSmus £179.95
Victor9000 . . , ... £179.95
IBM PC & most compatibles £179.95
DecRainbowlOO £179.95

£ * Sinclair QL Complete Commimeation* Pack -# +
including V21/V23 Auto Answer Modem

P.O.A.

MODEMS
ModemlOOO £49.95
Modem 2000 £54.95
Telemod3 £139.95
Teletext Adaptors
TTX 2000 (Spectrum all models) £129.95

Optional Extras & Spares
BBCIMicronetlRom £15.00
IBM PC Colour Rom £57.50
IBM PC Monochrome Rom £57.50
IBM PC Hercules Rom £57.50
Leads P.O.A.

A complete renge of multi baud rale modems are also available at prices

ranging from just over £700 to over €2,000. We think it is the biggest

stockholding in Europe. Just ring:

Modem House
Computer Communication Consultants.

I o Ianthe Drive,

Exeter.

Tel: 0392 69295



Colossal Cave
Adventure

Mountain Palace
Adventure

Castle Dracula

together as ihey are written

using the same programming
techniques, use the same screen

format, come from the same
publisher, and are the same

Peter Gerrard's book, re-

viewed recently in HCW, gives

all the programming details.

The programs are all BASIC,
using a combination of colours

and windows in Mode 1 . There
are no pictures only text, but to

my mind, this is an advantage if

the descriptions are good. The
BASIC is fast enough, though
the interpretation of your input

is crude. Verb-noun is about the

limit, and you can ask to

examine an object described

sitting down to map the product
of someone else's imagination

e told it 't there;

Loading
of SAVING the program with

suppressed file names, thus

allowing uninterrupted loading,

two of these require you to stay

with your machine, and press

PLAY at various points, so

goodbye tea making. Even
stranger. Colossal Cave
Adventure has no save game

ich is no great

help. Your aim is to light-

heartedly offer his Countliness

a rare stake. This appealed to

me, and is quite hard enough
for someone starting out on
adventuring. Fun!

Mountain Palace Adventure
shows a little more style after

it's loaded, reminiscent of the

early magazine listing displays

of the Spectrum, filling the

screen with words and flashing

colours. The adventute is OK

Price: £7.95

Publisher: Ducksoft

Address: The OI_ _ .

Factory, 43 Gloucester Cresc,

London NWl 7DY

ather tedious

after a while. It didn't tempt me
to probe the ultimate depths
even for the promise of vast

wealth.

Colossal Cave is based on the

original all text adventure. I

love this game, and have spent

its layout, language and plot are

very compelling. Coming to this

implementation 1 was rather

disappointed. All the original

locations are there, and
solutions, objects and treas

are consistent, but the descrip-

tions seem to be lacking
something. A little magic has

gone. For me though, this is the

adventure. It calls for g

—

ingenuity and patience.

To sum up, a varied bunch of
strengths, the same weaknc:
Mountain Palace for star

Drac for humourists, Col-Cave
real challenge. Very

programming odditii

Pigc 10 HOME COMPUTING WEEKLY 21 May



original, but after a short
>d it became clear that it

a variation on the agility/

trance type, with only a
change of theme.
The concept is simple. You

must guide Tex down a pipe line

avoiding breaks in the pipe and
nasties like aircraft which
bombs. The pipe lies along the

bottom of the screen and
on is implied by scrolling

from right to left. Your hori-

enabling you to shoot and avoid

i pipeline crossing the desert

t the 8 s the

Apart from the pipe, the only

other graphical area is a collec-

tion of hills/ buildings on the

skyline. A feeling of depth is

' ieved by scrolling different

s of the screen at different

s. This scrolling is well

executed and quite smooth. The
various figures and objects

appear to be built up from
several redefined characters and
re well animated. The graphics

are well designed and colourful

The
leofsr

Consequently
there appeared to be a sound

''
I couldn't get it turned

:rall the game shows the

capabilities of the C16 well.

The main drawback of the

game is the lack of variety. I

found myself getting bored
before 1 had got half way
through the first screen. Whilst

Publisher: Gremlin Graphi

Best Four Series

To begin with, 1 should point

out my little quirks and foibles.

Firstly, I don't believe there is

much good educational soft-

ware around and secondly I

think computers are being sold

educational purpose, ie they are

being sold wrongly.
Having made that clear I

should explain that there are

two packages in the series and
that although they cover differ-

ent subject areas the comments
apply to both titles. The first is

Best Four Maths and contains

Table Adventure, Number
Painter, Number Puzzler and
Squeeze. The other is Best Four
language which contains Words
Words Words, Hide and Seek,

Facemaker and Podd.
Both packs are excellent.

They contain nothing new, in

terms of the programs, all have

been released from some time

now but their appeal has not

paled over the years.

Each program is very well

written and fully error trapped
with helpful little symbols that

show which key should be

pressed next. There is excellent

use of colour and sound and the

documentation is very good
indeed. This is the only new
part of the package. The in-

and a number of new activity

suggestions appended. There
are even flash cards etc.

included in each pack.

These are some of the best

educational programs yet dev-

eloped for home micros and in

this form they represent
wonderful value for money. A
must for computer minded
parents of children aged
5 to 12. R.S.

Address: London Hse, 68
Upper Richmond Rd, London
SWIS2RP

El/don

Elidon is a land of fairies, .

Faeries, who tend the sew
flowers of Finvarra which a
woven into a garland for tl

fairy queen. All is not well

the bottom of the garden, tl

seven potions which will make
the flowers bloom are scattered

around the Kingdom. As the

only mortal to be allowed to

consort with fairies, you must
guide the fairy around Elidon to

fulfil the quest before dusk.

Compared to

soft o
i like i

then you'll m
rather entertaining, beautifully

animated game.

full of dangers

The greatest of these rewards,

as far as the player is c

cerned, is Faerie dust wl

strength and preserves her li

little longer.

Apart from Faerie dust

the lost bottles of potion tl

arc many other items which
prove useful. For example,

which harbour dark
guarded by luminous,
blinking eyes. Carrying a torch

can be very useful in these

situations. Objects must b
chosen carefully because

Faerie can only carry thre

items at a time, and the

a map is necessary to relocate

an object which may prove

The graphics are attractive

and the music is Grieg which
conjours up images of Nordic
magic. You learn the rules a
you play the game, as with al

adventures. Tryit. E.D.

Address: The Smith
Church Farm Est, Hatley St,

George, Beds SG19 3HRr"

Flipped
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Robin fo the rescue

Although it has a different

name, this game is simply a
version of Hunchback. Your
aim is to guide Robin Hood
along the battiemenis of
Nottingham castle and rescue

Maid Marion. On the way he

must collect keys and avoid the

hazards.

The first screen shows two
sections of battlement linked by

a rope. Between these are

guards wielding pikes, which

must be jumped. Whilst this is

happening, arrows fly regularly

across the screen. These must
also be jumped. Once you have

collected all the keys and reach

the end of the battlements, you

which is similar but you also

have falling rocks to negotiate.

1 must admit that such is the

difficulty that I haven't pro-

gressed beyond the second
screen so you'll have to find out

for yourself what the rest is like.

As you would expect, this is

very much a game of timing and
perseverance. It certainly has an
addictive element but it is also

tough. Graphically, there is

little difference from Hunch-
back. The battlements are

coloured in shades of green to

give a 3D effect. The figures are

built up in multicolour mode
and are quite effective. As
seems to be the case with C16
games, the sound is limited, but

I suppose you can't expect

much from 12K.

Price: £6.95

Publisher: Solar Software

Petals of Doom
In this game you play (he pan
of a spaceman trapped in caves.

The only way out is to help the

local flora. The caves are

occupied by bugs and other

nasties which will stomp on the

plants. By shooting these and
protecting the plants, the plants

will grow. Once all are fully

you may enter the next

; relations hi;

cavern. To s

nave a symbi
with the plants in mat you can
hide behind them 10 both
increase your energy level and

rates. The figures are built up
from several redefined charac-

ters giving pseudo sprites. These
are nicely coloured and, in the

case of the spaceman, neatly

animated. In order to spot the

approaching nasties, you are

provided with a radar area at

The u

zapping sounds, but is tolerably

effective. The use of colour and
redefined characters is excellent

and shows the versatility of the

challenging and fairly original.

The price is reasonable and
overall the games represents

good value. M.W.

Price: £6.50

Publisher: Gremlin Graphics

Following in the Japanese
tradition of Donkey Kong, the

title tells you nothing about the

game. Having nothing to do
with Wham or Prince, the game
actually involves a land of plat-

forms inhabited by strange.

Looking a bit like a VW
Beetle with srubby tegs instead

of wheels, the creature is con-

trolled by you in a quest to find

its girlfriend trapped at the top
of the screen. To reach her he
must first collect all the fruit on
the screen by climbing rope
ladders, jumping Or using
trampolines whilst avoiding the

enemy mutants. Should you
collide with the enemy you

of the screen; if you succeed
you temporarily win the girl.

After two screens there is a
bonus screen which is fairty

easy to complete, just collect

the fruit and get the girl as
quickly as you can.

In play the game did not
demanding because

l completioi

increasing

number of problems to be
solved. Had this been all that

was involved I would have said

this is child's play but its one
saving grace is that the game
can be modified by using a
joystick and the function keys.

There is a second level of play

which has a number of flying

Opponents zigzagging across

the screen. The music is annoy-
ingly repetitive, the game is

reasonably entertaining but
nothing revolutionary here.

E.D.

Stringer

This game is something of a

departure for Addictive Games.
It's an arcade game rather than

a simulation. Nothwith standing
the popularity of Football
Manager, 1 consider '

It uses a standard platform

design. You control Strinj

hack for the T
>. You n a lady

called Polly Platinum f

hotel room. In order to a

this, you must search the hotel

room and collect a camera,

flash bulb, press pass and the

key to her room. Your efforts

are impeded by a member of the

called Mr Angry. Mr Angry
lurks within one of the n
and leaps o
the door.

Grapically. the game is

excellent using cartoon style

sprites. The figures are targe

and well designed with nice

attention to detail. Stringer

is very similar to In'pecior

Clouseuu. bach screen shows a

different arrangement of
platforms and doors. The
platforms are linked by ladders

and lifts. Each room is searched

by standing in front of a door
and opening it. Sound is limi

to a background tune and st

sound effects, 1 found the ti . .

tedious but the volume control

The game play is just about

right with a simple first screen

and a gentle graduation of
difficulty with later screens.

True to the company's
is addict

AAV.

Price: £6.95

Publisher: Addiclivi
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afraid. It'

days of the game with just one
that only varies by

having different types of aliens

moving around il.

You are in control of a

helicopter that must pick up
little men from the right hand
side of the screen, and fly them

le ledges on the

opposite side. Between you and
safety is a swamp, from which a

number of deadly creatures

issue forth (including Ihe

wonderfully named Dollo-

poids). Your helicopter is

armed with bombs which you

order to clear your route across

the screen.

And IK is far a!

After rescuing enough men you
advance to the 'next' screen,

which is really just the same,

but with different creatures in

ir way. It's mildly amusing
for i

longer. 1 made the effort lo gel

i few screens into the game, just

.0 be fair to it, but no surprises

emerged and I got bored quite

quickly.

Umm, what else can I say

about it? Well, the graphics are

and colourful, with nice big

es (like most Firebird

es, which makes me wonder
if they're trying lo develop

some sort of house style).

That's about it really.

Price: £2.50

Publisher: Firebird

Address: Wellington House,
Upper St Mr '

London WC2

Bsm

favourite, Chucky ..«,
not nearly as addictive. Instead

of collecting detonators to

defuse bombs left by a chap

As well as the platforms,

elevators and ropes, each screen

has a picture of some famous
landmark, such as the Taj
Mahal, hut these seem to be for

decoration only, adding little to

ihegi c iisdi".

'm afraid that 1 simply
found the game too hard to

play. Having spent a couple of
hours on the first screen I gave

up in frustration after being

stopped by the same obstacle on
each attempt. There's a time

limit on each screen which is far

too brief— if you pause to time
a jump, the 'game over'

message seems to appear in

seconds and I found this

enormously irritating. Equally
irritating was the tune that

played between games and after

losing a life.

Black marks too, for the

control selection. The first time

I tried to select the keyboard

definable" option, I made a

mistake only to find that 1

couldn't redefine the controls

and had lo reload the game all

over again. This constitutes an
enormous pain, and makes a

bad first impression.

Potentially an enjoyable
game, but too "unfriendly" for

me, I'm afraid.

Price: £2.50

Address: Wcllinglor

Upper St Mar
'

London WC2

; .,.
'

[
*

the pleasure of looking at

half a dozen extended
BASICS for the C64. Without
question this is the most
interesting. This package is

sophisticated, although it's

pretty close lo it, but it's the

first which is effectively an
emulator.

You can convert your C64
into a C16. You might question

the value of this, but even if you
don't want to use CI6 listings,

the version 3.5 BASIC it offers

is a great deal better than the

resident version 2. To test the

compatibility of the package, I

tried entering programs on the

C16, saving them to disc and
reloading Ihem into my C64.
They worked every lime
although there are one or (wo
areas where the package doesn't

behave as version 3.5 BASIC.
I won't attempt lo describe

version 3.5 BASIC in detail. It

offers commands for hi -res

graphics in two modes,

toolkit commands, sound and a

variety of BASIC enhance-

ments. To offer full use of the

sprites on the 64, commands
I by \ < 3.5

BASIC are provided but that

can't be a bad thing.

The package NOVALOADs
and on running you discover

that you have only 26K free. If

you use hi-resolution graphics,

you loose another IZK, I found
this peculiar since it's quite

simple to use Ihe RAM behind

the kernal ROM for graphics.

Overall this is a first class

package which represents
excellent value for money.

Price: £10.95

Spooks
This is a joystick controlled

graphic adventure, in which you

of ghosts by collecting eight

musical boxes and playing them
all together at the entrance. It is

shown on the left-hand half of

the screen, and a control panel

on the right displays tt

available to you.

very a e title :

is displayed while

loads, but the graphics for the

game itself are not up to the

same standard. The display

does not scroll smoothly, but

jumps suddenly from one sec-

tion of the house lo another,

which 1 found very disorienting.

The rooms are shown in plan

view, and are very small, so you
can see several of them at once
They all look much the same ..

you will have to be baked u
death in the oven before you

which li

itantly fatal, and being

ghosts they can pass through
walls, so dodging them is

-'

easy. You can stun then
throwing heavy objects at them,

but this is quite a tricky pro-

cedure which involves a lot of
delicate manipulation of

joystick.

very brief. As the game is m
driven, there is no mystery
about the range of commands
available to you, but you have

to work out for yourself how tc

Price: £1.99

Publisher: Mastertro
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Moon Buggy
This is an Anirog conversion
from the C64. In itself, the

game is not original but il

proves to be both challenging

and entertaining. The scenario

is quite simple.

You must drive your All

Terrain Moon Buggy —ATMB
— across the moon negotiating

obstacles and nasties. You are

protected by laser missiles. The
main hazards are moon craters

and boulders. You must jump
the former and shoot the latter.

Buzzing about the skies are

fighters which, given half the

chance, will bomb you. Finally,

[here are alien tanks which must

The display is simple showing
a side view of the buggy on the

moon surface. To give the

impression of motion, the

landscape scrolls from right to
left. A feeling of depth is given

by t s of
which scroll at different

In order to give you the

manoeuvrability to avoid alien

bombs and jump craters, you
can change your horizontal

position by accelerating or
decelerating.

The graphics are nicely drawn
rith 1 ; CIS'!

The appearance
01 me alien fighters was
interesting with swirling circles

and the explosions well thought
out. Sound was zappy and

fealur

pleasam

loading on the C16. Perhaps

version but still pretty good and
addictive. A.W.

Pike: £6.95

Publisher: Anirog Software

Address: Unit ID, Victoria

Industrial Park, Victoria Rd,
Dart ford, Kent

'e always thought you'd
make a good World War 11

Genera], here's your chance to

find out! This wargame puts
you in charge of a reinforced
infantry battalion, whose task is

to smash through enemy lines

and secure a town 15 kilometres

The game comes
bos, with a 24 page
booklet. If this suggests that it

is extremely complicated, don't
worry — it is written so that be-

ginners can enjoy it, though
experienced wargamers will ob-
viously have a much greater

chance of success. There are

four different levels of diffi-

culty; as a rank amateur, I stuck

to the easiest, in which the
counterattack from the enemy
forces is negligible.

Each turn comprises five dif-

ferent phases. The first is the
command phase, in which you
order your units to dig in or
become combat ready. Then
comes a movement phase, fol-

lowed by a combat phase when
you order the units to fire. In

the assault order phase you
order assaults, overruns and
bridge reconstruction; these
orders are carried out in the

final assault phase. At the end
of a turn you can save the game
on disk, if you wish, or go
straight on to the next turn.

The joystick controls are

simple to operate if you follow
the instructions carefully. The
graphics are very clear, since the

units are marked on a scrolling

map of the battlefield. Alto-

gether this represents a good
introduction to wargaming,
giving you plenty of oppor-
tunity to exercise your strategic

talents while thi

II :lK- I work. M.N.

Price: £11.95

: Ariolasoft

huh'
The scenario for this French

produced game takes place in a

chicken coop, where you adopt

the role of the cockerel defend-

ing his hen's eggs from preda-

tors — all very ecological.

The programmers show their

Gallic origins by dragging their

national sport into the proceed-

ings. In the words of the inlay

card; "he must eat to keep up
his strength so that he is able to

Madame". Well how did you
think eggs are produced?

Between attacks you must
take the occasional trip through
a door with a heart on it, which
then closes to draw a veil over

the next few seconds.

The cockerel is followed out

of the door by his spouse who
then proceeds to climb up to lay

her eggs on one of the two
roosting platforms. The
number of eggs depends on how
long the rooster dallied with his

lady love behind the closed

Whilst all this activity is going
on hedgehogs, rats, stoats and
snakes enter the coop to steal

eggs and the cockerel must
ensure that none of the eggs are

stolen otherwise the hen charges

out of her love nest and lands a
blow with a rolling pin on the

cockerel's head, resulting in the

loss of one of his three lives.

Points are scored for each
chick which hatches.

Initially entertaining, the

action is more frantic than
varied and the chicken graphics

are blocky and unappealing.
Assuming no objections from
Mary Whitehouse, the game
should be available under the

counter at your local dealers.

Price: £2.50

E.D.

Realm of Impossibility

This American import is a fas-

cinating graphic adventure.
Your task is to retrieve the

seven crowns of the Middle
Kingdoms from the dungeons
where they have been hidden;
there are 13 dungeons to ex-

plore, and each contains either

contain monsters as well as
crowns; zombies, snakes,
spiders and orbs which pursue
you relentlessly and sap your
strength whenever you come
into contact with them. Fort-
unately there are some scrolls

lying around, each of which
gives you either extra strength

or a spell which will throw the

monsters off your track for a
while. You can also drop silver

crosses in your path, which stop
directly behind

theThe cassette con)
main game program on one sid

and data for the 1 3 dungeons oi

the other. Each time you enter

.

dungeon, you h

rind tl

. This
n the

worked much better than 1

would have expected; the data
loaded remarkably quickly,
without any problems.
There is a two-player version

which, unusually, requires the
players to work in co-operation
rather than in opposition. The
snag with this is that the players
have to enter and leave each
screen together, so if you cross
a screen too quickly you can be
beset by monsters while waiting

for your partner to catch up.
A good game, this one.

Excuse me, while 1 just go and
explore the next dungeon

M.N.

Price: £9.95

Publisher: Ariolasoft
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Tower of Evil

1 can't award many marks
originality for this game,
insert runs through a fami

spiel describing how the h

was banished from the courl

king Salimos and cannot ret

from the wicked necromani

j doability to hurl

Each level comprises nine

rooms, each occupying a full

hidden a key, a pile of gold and
other items which can make our
hero temporarily invincible.

The goodies are guarded by
nasties which can be zapped and
can zap you. When you have

the key, you can take the

transporter to the next level.

Once you reach the top, you
must put the gold in the chest

and save the princess. You then

Graphically il is rather
unexciting. The nasties
comprise of single redefined

characters and the hero is rather

similar to humpiy-dumply. The

exciting. The walls of each
chamber are simple coloured
blocks. Overall, the game
doesn't reflect the potential of
the C16's graphics. Sound is

limited to footsteps and zapping

them. It's not exactly tough,
but the different modes of
attack by each nasty make life

interesting. A.W,

Publisher: Creative Sparks

Stor Seeker
Subtitled "a guide lo the night

sky", this is an introduction to

astronomy as well as a source of
information for the initiated.

As in Intermediate Astro-

nomy from SciSoft, you need to

input a latitude, longtitude,

date and time in order to

produce a plot of the visible

sky. This is done quite quickly,

and a menu allows you to con-

struct constellation maps, get

detailed info on chosen stars,

produce a close-up, watch the

stars move by defined time
intervals, change the viewpoint

or time, and output the results

to a printer. A second program
allows much the same facilities,

[hough featuring the solar

system. Here, the information

is about the moon and planets.

The program is very well

error trapped, and is user

friendly, with a high standard
of on-scri

mly
supported is the Kempston —
version not specified — or the

ZX Printer. Equally odd is the

offer of upgrading the program
to disc, but not to Microdrive

cartridge, and the failure to

support serial printers through

Apart from a much less tor-

tuous menu procedure, and the

price, what distinguishes this

from the SciSoft offering is the

quality of the manual. This is

full of technical terms, but these

are all explained with the aid of
tables, diagrams, screen-dumps

and appendices. You will have

here. Not easy, but good. D.M.

Type-Rope
Type-Rope is described as being

designed for younger children

with the purpose of giving them
hours of educational fun. Using
cartoon/arcade type graphics of

a high standard, a series of very

large "lovable" characters like

a clown or a bunny are depicted

using multi-colours. Down each

side of the character is a collec-

tion of letters or numbers as

they appear on the keyboard.

Each is connected by a finely

drawn line to another on the

other side of the character, but

not straight across. The result is

the impression that the clown,

or whatever is tied up, and the

purpose of the game is to untie

Untying is achieved by identi-

fying the first letter, pressing

the relevant key, then pressing

the one to which the rope is

connected. If all the ropes are

untied in the limited lime avail-

able, then a new character is

drawn, but with more ropes.

When you finally fail, your
score can be entered into the

hall of game.
Presumably, the educational

together with the number and
letter recognition. Unfortunate-

ly, young children use lower

case letters at the start of
schooling, not upper ca:

found on keyboards and ii

program, so this isn't really of
much value to them education-

ally.lt would help them to learn

the layout of the keyboard, but

a variable time interval would
have been useful. Cheap, nicely

presented, fairly easy to use,

but of limited value. D.M.
Price: £1.99

i it: Mastenronic

Murder on the

Zfnderneuf
One of the 16 passengers on the

luxury airship Zinderneuf has

been murdered. Fortunately, a

thinly disguised famous detec-

tive — Miss Agatha Marbles,

Inspector Klutzeau or any
of half a dozen others — :

hand to unmask the murderer.
Will they succeed in solving the

mystery before the airship

lands? Highly unlikely, I think.

The game is played by
moving your choice of detecti

around a floor plan of the a

ship. The graphics are rath

odd; I found the patterned ca

pets very distracting. Passen-
gers materialise like magic whe~
the detective enters a room, an
bumping into one produces

menu of options: question them
about the other passengers, ig-

nore them or accuse them of the

crime. If you select the right

approach, they may agree t

answer up to three questions

There are also clues to be found
in many of the rooms, 1

some, if not all, of these are

very little relevance to the ca

After a long period of search-

ing and questioning, your hero/
heroine should have collected

lots of conflicting information.

Then it is just a matter of sifting

through it to arrive at a logical

solution to the mystery,

alternatively, making a w..

guess as to the identity of the

murderer. At the end of the

journey, or soon if you a

either luckier or more skilful

than I was, the true culprit is re

vealed, together with an expla-

nation of their motive which
leaves the relevance of most c

the clues still shrouded i

mystery. M.N.
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This week Shingo Sugiura continues his

series with a close look at the save
option

"^his week, we will be

procedure which handles

save option. Look at the

listing. When [he save option is

first chosen, a little text window
is formed below the editing grid

arid "Save option" is printed in

line 740. In line 750, you are

asked to confirm the option. In

line 780, you are asked to input

the starling line number, i.e.

line numbers from which the

character definition starts. By
choosing this value intelligently,

you can simply *EXECute the

file created in order to join it on
existing program.

ie BIO, you are asked to

input the increments and lastly

'l line 830, you are asked to
nter the name under which the

file should be saved. In line 840,

a Tile is opened under the name
which has been entered, then in

line 850, the file is started on by
"DEFPROCdcfine". A general

1pm" which allows

string to the fife is

series of VDU23 s

I, It would be a was?

to save all the chara

the characters from I
since only a small frai

be redefined so in line

the character is empty), tha

particular character is shipped
"""-

all the characters havi

- the file is closed ii

ie940.

Procedure "pbut" is a

general procedure which allows

:osend a string, i.e. a scries

of characters, to a file. It splits

up the string which has been
passed as a parameter into

ndividual characters and sent

o the file sequentially.

The next procedure "c-line"
s a procedure which creates a

VDU23 statement. A siring

f the line number.
VDU23, and the definition is

" "nes 1050 to 1090 and
file using the above

procedure. You may have
jticed that the definition uses

x rather than decimal. This is

because it is easier to distinguish

characters in hex then in

decimal. Remember thai a byte
(eight-bit number) may be split

up into two four-bit numbers
called nibbles and each nibble

may be dealt with individually.

In fact, alter a little practice,

you can tell the shape of a
character by looking at the

definition simply by splitting up
the hex numbers into their

nibbles.

Anyway, that's it for this

week. Try to digest these

procedures thoroughly. Because
of space limitations, I have nol
been able to describe the

file handling

:, the ii

commands, you know where u
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Brian Jones continues bis series by
explaining mosi of BASIC vocabulary

Wi the la

« way

s week I'll tou.T

si of standard BASIC vocab-

ulary. But first, I'll deal with

eek's problem. 1 asked

try writing a program to

add up lp, 2p, 5p and 10p coins

simply by tapping one of the
" ;tion keys. Look at this

a\

characters in quotes
when you press the

i once the double
e been typed.

Obviously the program could be

modified to add any amounts to

T, including using other keys.

Alternatively, the value one
could be added to a different

variable for each key. This

could then be used to keep a

nt of the number of items in

to four categories, for

example; fl for cars, 13 for

buses/coaches, fi for lorries, f7

for bikes.

ise, GET
AS: IF AS = "" THEN. They
do this because the computer

s calculations so fast thai

st of the time it goes round a

loop like 20 to 70 above, no key
has been pressed. In thai case

there is nothing to be got by Ihe

GET! So AS takes the value

"nothing". In numbers lhal

would be zero; in name or string

variables, it's called the null

ing, and is represented by
) consecutive double quotes

. Trained typists find this

very unnatural and want to put

en them, which
rs when the pro-

is RUN. All the examples

3 far of GET, get

characters, but if you use. GET
GET any number

:, only digits will be
acceptable and pressing a letter

a SYNTAX ERROR.
er the program above —

change the AS on line 20 to just

A, and see the difference in

what happens when you press a

you can't do arithmetic on
name variables, even if the

"names" are numbers. Suppose
you wanted to use a program

add up a long string of digits,

for instance the number of

people in each car passing a

check point. How would 1 do it

with GET AS?

RUN this and see how
pressing the number keys add
on [heir value, but pressing a
character or function key has

no effect. Now look at line 40.

VAL is a BASIC function

variable to a value. If the string

zero. Try these programs —

WEEKLY 21 May I9B5 Page 17



i can you try all this? The
program stops at line 90. True,

U if you type RUN, followed

,' a line number, you can start

the RUN where you like. So
RUN, RUN 100, RUN 200 and
RUN 300 will allow you to try

each of these four programs
individually.

The effect of LEN should be
fairly obvious from the second
pan of the program. STRS has
-*-

reverse effect to VAL, and
x LEN only works on string

variables, part three needs
STRS to convert a number to a
string variable. But why L-l

digits? It's the space character
!

n front of positive values, or

he minus sign in negative

values that we don't want to

The fourth pan uses STRI,
VAL and INT to find the

number of digits before the

decimal point so the values can
be lined up nicely. But, suppose
you wanted output to two deci-

mal places, even if it's a whole
number. If you input 12.00, the

computer outputs just 12 on its

own, and chops off the decimal
t and zeros. It's rather

y to overcome this, but

heres a program to do it. Note
— it only works for positive

numbers and values less than
1,000,000,000!

Explanation — First, I hope
you remembered the rounding
technique used in lines 20 and
30 to get the values to two
decimal places. Why do it

twice? Well, unfortunately the

arithmetic in BASIC is not
perfect to more than eight deci-

mal places. Enter X = 12.345:

PRINT X-INT(X). Instead of
.345 you get .344999999! So
what about lines 60 and 707 If

i value like 64.3, DS

e.Sowi
, decimal p

'ethe

space and add a zero. RIGHTS
takes the last, or rightmost

variable. In 60 we want the last

two characters, in 70 we want
the last three. It is a messy pro-

gram, but the output is neat.

As well as RIGHTS, there is

LEFTS and MIDI to pick

characters from the start or
middle of string variables res-

pectively. With M1DS, you need
to specify which position to

start from, as well as how many
characters to pick. Look at

these programs —

generates the code 13, switching

from upper to lower case is

14. You can check if a character
is a digit by testing if it's code is

between 48 and 57 inclusive.

To generate any character or
action by its code use PRINT

There are two other functions
in this category, ASC and
CHRS. ASC is short for ASCII,
which standard for "American
Standard Code for Information
Interchange." All characters

CHRS(that code). PRINT
CHRS(113) produces a black

blob, PRINT CHRS(!*4)
changes the colour of output tt

black. Don't try PRINT
CHRS(31)-lookuP DaKel3.'

in the Commodore (V

to find out what wi

[am- IS HOME WEEKLY 21 May I9BJ



For the BBC computer

MCT
BASIC

Commands included:

Help Sound Sprite Cmds Scratch

Circle Filter Do/loop Header
Draw Trap/Resume While/Until De-load

Box Print Using De-save
Re-number I.N.S.T.R. Monitor Directory

CASSETTE VERSION'
£10.95
Including p&p and VAT

Disc version available June 1985 ;

Trade and export enqu
Please direct enquiries/orders to:

Micro Component Trading Company,
Group House, Fishers Lane, Norwich,

Norfolk, England NR2 1ET.
Tel: (0603) 633005

AM STRAD CPC464 ADVENTURES
"NEMESIS ARNOLD ADVENTURES art Uke a breath of
freshair" TonyKendle, PCrVDec SS.

£

THETRIAL of ARNOLD BLACKWOOD 6.50

ARNOLDgoesloSOMEWHEREELSE 6.50

THE WISE and FOOL of ARNOLD BLACKWOOD 6.50

NEW TITLES

ANGEL1QUE: A GRIEF ENCOUNTER '

6.50

1 recommend it highly." PCW March '85.

A Festival orenlerlainmein" HCW March '85

jJS~. BRAWN FREE! 2.00
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Scenario: Zombie Island, where
you, as Dracula, are luring the

less pits so thai you escape
capture and death.

The game starts with three

dancing while they hunt you
down. You use the numeric
keypad to move Dracula, and as

you clear a screen, an extra

zombie appears. Alternatively,

if you die, there is a zombie less.

The idea is to fight and beat

an eight-zombie screen and this
j

is rewarded with a cavalcade

colour and sound. The pits

the oi

arof/o

The strength of this gar
its simplicity for children

its wonderful stereo sounds.
Boink, drop, splash, eat, tear

and step all accompany the

breakdancing, out of sync
zombies. In the backgroi
you'll hear Cirieg's In the

"

of the Mountain King.

In this game by David and Bryan Lewis
you play the star role — as Dracula

How H wodti
860-930 print end of game

messages, if play again,
process accordingly

940-080 finished game routine' 110-110 initialise variables and

;

230-310 initialise move and Dracula moving
1050-1070 stereo sound for

| aStWOtf
11

set-up potholes and
1090-1120 stereo sound for

f]
420-450 put Dracula into screen zombies bumping into each

1 460 if first game, allow player

1 470 set screen colours 1190-1240 stereo sound for

,1 480-490 print title in three someone falling into the pit

1260-1320 stereo sound for
500 print demo mode message. Dracula being killed and

eaten by zombies
I 520-610 print initial screen 1340-1430 stereo real lime music

OMWw'Inpiit move and move 1450-1550 data for music
1 Dracula 1570daiaformovemciiuouiir«H
. 700-730 check tor eoltisions 1590-1690 instruction -.uhrominc

1700-1730 real lime routine to

1 790-820 check for /oinHc colli*

1740 rrruin program if escape
'ij HO check it all zombies killed . is pressed
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REM -Zomb e Island 11/9/64
RANDOMIZE TIME MODE liDEFINT a-z
PAPER 0i PAPER 2,0lON BREAK GDSUB 1740
DIM screen (24, 4) ,zpos(9,2) ,xo-f-f !9) ,yoff (9
WINDOW 1(1,1,40 16, 16: WINDOW #2, 1,40, IB, 25

I pit=i I human =2 1 zombi e=3: spate-4: home=!
I zom-24Bilevel=3:play=0iflag=0tpass=0
I man*-CHR* (22) +CHR* ( 1 ) +CHR* ( 253 ) *CHR*
<(15)+CHR*(3)+CKR*(255)+CHR«(22>+CHR*10>
I SYMBOL. AFTER 253
! SYMBOL 253,!.10,t.2B,t.92,t.7C,t<10,&28,{<28,0

200 SYMBOL 254, 0,M0,0, 0,&38,0,0, S.6C

210 SYMBOL 255 , &2B , , 8.2B , , 8.44 , 8.D6 , fcD6 ,

220 REM . Initialize move & screen array
230 RESTORE 1370IFOR n-1 TO 9:READ xo-f-f(n),yi
240 RESTOREiON 50(2) GQSUB 1340
250 GDSUB 1590
24.0 FOR n=l TO 24: screen (n , 1 ) =pit : screen (n, 1-

270 FOR n=2 TO 13i screen (1 ,n) =pit: screen (24,

i

2B0 diimmy-REMAIN(0)
290 FOR n-2 TO 23:F0R m=2 TO 13
300 screen (n,m)=5pace
310 NEXT m,n
320 REM Set up potholes & zombie posit:
330 FOR n=l TO 5*RND*9
348 screen (2+RND*21 ,2+RND*l 1 ) =pit
350 NEXT n
360 FOR znum=l TO level
370 zpog (znum, 1 ) =2*RND»21
380 zpos ( z num , 2 ) =2+RND*l

1

CHR*(15)+CHR*(: *CHR*(S)+C

420 x-4-.INT(RND»!

i IF Oapace THEN 420

) TF play=0 THEN a#=L0WER* ( INKEY*) : IF a*<>" " AND slO'd" THEN 460
ELSE demo=0:IF a*="d" THEN demo-1

I CLSsBORDER 0; INK 0,0: INK 1,21: INK 2,20: INK 3, 15: play=l I mo-f -f =0
I TAG:F0R n=l TO 6: m=n*mo-f-f i IF n=3 THEN mof*-l
1 PLOT 47B-n*n,300+(30*demo)-n*n,m:PRINT "ZOMBIES" [I NEXT n:TAG0FF
I IF demo THEN PEN 1 : LOCATE 2.7,10:PRINT "Demo Mode":PEN 3:L0CATE 27,11

'(PEN 2IL0CATE 27,12iPRINT '

REM pla-
FOR n-1 TO 14:F0R m=l TO 24

man=screenlfn,n)!lF man-space THEN 500
PEN man: LOCATE m,n
IF man-pit THEN PRINT "0";:G0TQ 5B0
IF man=zombie THEN PRINT CHR* (zom) ; iBOl
IF man=human THEN PRINT man*j

NEXT m:PRINT :NEXT n
RND>0.5 THEN n 1=1+RND«13: IF RND<0.5 THE

ELSE r

) LOCATE r

! screen (f

) REM

+RND*23: IF RND<0.5 THEN r

nil PEN I

nl)=homt

1 EVERY 30 GDSUB 1700:PEN #1 .human: LOt
) IF demo THEN a=CINT ( 1+RND*8) : PRINT I

] a*-INKEY*:IF a*< "
1

" OR a*>"9" THEN t

ELSE WHILE I NKEY*<> "
" : WEND

1 a=ASC(a*)-48iPRINT til .direction* (a)
I screen (x ,y) =space: dummy=REMA IN (0)

) PEN human:LOCATE x
,
y:PRINT" "

;
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70(9 IF screen(x,y)=home THEN PEN human: PRINT #2, "YOU HAVE ESCAPED TO ANOTHER ISL
FIND ! !"t level =level+l:SOSUB 1130:BDTO B90
71B [F screen(x,y)=space THEN screen (x ,y) =human: LOCATE =>RINT man*|:G0TO 750
720 IF screen(x,y>=zombie THEN PEN tt2, zombie PRINT #2, "STRA GHT INTO THE ZOMBIES
M0UTH"iB0SUB 125B:B0TG B90

73B IF screen(x,y)=pit THEN PEN #2, pi ti PRINT "2, "HEAD ^IRST INTO THE PIT": GOSUB
1190 GOTO B90
74B REM Move all zombies towards target
75B z2=l
760 zxold=zpos(z2, 1) izyold=zpos(z2,2>
778 screen(z K old,zyald>=space:PEN zombi eiLOCATE zxold. PRINT " "|

7BB zx=zxold+SGN(x-zxold>:zy=zyold-»SGN!y-zyo d ) : GOSUB 1BSB
790 IF screen(ZK,zy>=human THEN PEN #2, zombi e:PRINT #2 , "YOU RE ZAPPED BY A ZOMBI
E"iL0CATE zx,zy:PRINT CHR* (zonl ;: screen (zx ,zy) -zombi

0s(z2,l>=zx:zpo5(z2,2>=zy:G0SUB 1250:GOTt
8B8 IF screen (zx ,zy!=zomb-ie THEN PEN «2,pit:F RINT #2," BOINK
10MB I'ES" i screen Izxol d . zyold) -zombi pi LOCATE zr old.zyo
ldlPRINT CHR*(zom) j : GOSUB 109B:G0T0 B30
810 IF screen(zx,zy>=pit THEN PEN #2,2:PRINT *2, "SPLASH GO!
BiFOR z3=z2 TO znum:zpos(z3, l)=zpos<z3+l , 1 ) :z pos(z3,
2>-z pos(z3+l,2) :NEXT z3: znum=znum-l :G0T0 840
820 IF screen<zx,zy)=space THEN screen <zx ,zy =zombie:z 30s(z2,l!=zx: zpos (z2,2)=zy
:L0CATE zx.zyiPRINT CHRJ(zom);
B3B z2-z2+l
B4B IF z2<=znum THEN 760
85B REM Are there any more zombies?
960 PEN ttl.zombieiLOCATE (tl ,27, liPRINT ttl ,znum; "zombie a"HF znum>=l THEN 630
S7B =EN »2, human i PRINT #2:PRINT #2, "WELL DONE -"— THE ZOMBIES ARE EXTINCT"

PRINT tt2,"Y0U ESCAPED "
; : level =leveH 2: IF leve >9 THEN 94B

390 =RINT #2, ,'AN0THER 6AME Cy/n) ? ";:level- loVel-liIF leveKl THEN level=l
900 EVERY 30 GOSUB 17BB:screen (ml ,nll =pi t : IF demo THEN a*-="yes":GOTO 93B
9tB IF INKEY*<>"" THEN 91B
92B a*«LOWER#(INKEY*):IF a*<>"n" AND a*<>"y" THEN 920

IF a#="n" THEN PEN #2, zombie: PRINT #2,"NC " i :PEN pi :LOCATE 1,24:END
ELSE PEN S2, human: PR I NT »2, "YES" ; :0N SOC I GOSUB

1340: GOTO 2BB
94B INK zombie, 0,26:PAFER #2,1:PEN #2, zombie

YOU'VE KILLED THEM ALL !! "•]

PRINT #2: »RINT *2:PRINT #2, "YIPPEE

9BB "OR n=0 TO 26: INK B,n:B0RDER 26-n:B0UND 7 ,RND»n»99 25,7 NEXT n;PAPER H2,2
94,0 INK B,3:B0RDER 3:PRINT #2:PRINT #2:PRINT #2,, "GOODBYE
97B lESTBREtDN BD<2) BBBUB 1340
9BB 30T0 9BB
990 REM SOUND SUBROUTINES

REM Human running
1010 steps=AB5( («<9)-2*(!<>B AND x< 17) -4» (x >14
1B2B SOUND steps, 200, 4, 7: SOUND 7,0,2,0
1B30 RETURN
1040 REM Zombie running
1050 steps=ABS< (zx<7)-2»(2x>B AND zx<17>-4*(z
1060 SOUND 3teps,700,4,6iSDUND 7,0,2,0
1070 RETURN
1BSB REM Boink !

!

1B9B steps=ABS<<zx<9)-2»(zx>8 AND zx<17)-4*<z x>16) )

1100 FOR Poink=l TO 40BB STEP 25:S0UND steps boink, 1,7 /150B,B,B,2 ^sE
1110 NEXT boink
1120 RETURN
1130 REM Escaped to next island'
1140 FOR n=lBBB TO 1 STEP -9
1150
0,0,
1160

SOUND l,n,4, < 1000-n) / 145: SOUND 4,1000-n,
5
NEXT n

4, 11000-n /14S SOUND 2,RND*999,2,1,

1170 RETURN
USB REM Fall into pit
1190 FOR drop=0 TO 50 STEF 2:SBUND 5,drop*40, lfl,7-(dro /IS)
120B NEXT drop
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J STEP 90

t STEP -

i-2 THEN RE5TDRE

210 FOR splash-B00 TO 250 STEP -13

220 SOUND 5 , spl ash , 3 , spl ash/200 ,0,0

23B NEXT splash
240 RETURN
250 REM Caught by Zombies
260 FOR n=7 TO 2 STEP -Is FOR eat*l TO

270 SOUND. 5,RND*eat,2,n,0,0,7-n
280 NEXT eat.n
290 FOR rW TO 1 STEP -l:FOR tear=999
300 SOUND 5, tear, l,n, 0,0,1
310 NEXT tear.n
320 RETURN
330 REM Real-time music routine
340 notel=note:READ note
350 IF note=l THEN pass=pass+l : IF pa(

360 IF (flag-1 AND pass=3) THEN pitel
g=0:SOUND 7, 0,49,0: RESTORE 1450tGQTQ 1340

ELSE pass=0if lan=0: RESTORE 1460I0OTO 1340
370 IF note=2 THEN f lag=fl-ag+l : RESTORE 1460:GOTO 1340
3S0 IF note<5 THEN 1340
390 IF note-0 THEN 1420
400 IF noteOnotel THEN SOUND 7,0,6,B
410 SOUND 1 ,note/pitch-l,9,4:S0UND 2, note/pitch ,9,5:S0UND 4,note/pitch+l

,

420 ON SD(2> GDSUB 1340
RETURN
REM Data *or music - PEER GVNT In the hall of thi

king (1st part) by E. GRIEG
450 DATA 758,756,758, 758,758,758,
460 DATA 1136,1136,1012,1012,956,
470 DATA 804,804,1012,1012,851,851
480 DATA 1136,1136,1012,1012,956,
490 DATA 638,638,758,758,956,956
500 DATA 1

510 DATA 758,758,676,676,602,602
520 DATA 47B, 478, 602, 602,478,478
530 DATA 758,758,676,676,602,602
540 DATA- 478, 47B, 602, 602, 478, 478
550 DATA 2
560 REM Data -For numeric keypad
570 DATA -1,1, "SOUTH-WEST", 0,1, "SOUTH ", 1 , 1

, "SOUTH-EAST 1

,0,."STOPPED ",1,0, "EAST ",-1 ,-1 , "NORTH-WEST"
0,-1, "NORTH ",1,-1, "NORTH-EAST"
588 REM Instructions
590 BORDER 3i INK 0,3: INK 1,26: INK 2, 16: INK 3,19
600 PEN 2iL0CATE 14,1 I PRINT "COUNT DRACULA",," ON" ,,, "ZOMBIE ISLAND
610 PEN It LOCATE 1,6|PRINT "One -foggy night whilst out -for a bite, you
ihort-cut over Haiti (eat-el and disaster strikes !!

368

956 ,936 , 758 , 758 , 75B , 758
101 2, 1012, 851, B51, 851, 851
956 , 956 , 758 , 75B , 56B , 56B
638 , 638 , 638 , 638 , 638

638,506,506,506,506
638, 506 , 506 , 506 , 506
638 , 506 , 506 , 506 , 506
506 , 506, 506 , 506 , 506

"WEST

620 PRINT "Your I

SLAND !

!

"

63B PRINT "You must lure the haple:

640 PRINT "Island (they are attract
650 PRINT "and cannot see the pits:
660 PEN 3iPRINT :PRINT "To move, ui

670 LOCATE 14,1B:PRINT "NW N

4,22:PRINT "SW S SE"
680 PEN 2tL0CATE 2,25:PRINT "Press
690 RETURN
700 PEN zombietFOR zdance=l TO znut
710 zom=24B+CINT(RND*3>:L0CATE :

720 NEXT zdance
730 RETURN
740 RUN

i a passing voodoo shaman & >

I by your cape,

E": LOCATE

or- SPACE BAR to

;zdance,2>:PRINT (
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Richard Powell's useful utility allows

you to create your own character sets A,B,I,J loop variables

and graphics
K.KS keyboard input

This program comes in useful Using commands together
CH.CHS character nam»

for crealing your own character allows you to swap and copy. X.V x and y pointers to scr

sets and graphics. Ii gives an For example, to copy a (various uses)

enlarged vie* of the character

in a grid and allows you to character cell: A*0) to A»63) string to h id

modify ii as you like. 1 'M'emorise first character
(MX.Vi character number in

characters, switch them around.
arrange them in any order in the 3 'N' — recall memory into

grid. They can also be swapped, new cell 1 - alternate)

copied and changed. Return gives the alternate XM.VM x and y of curr

In a standard character set character set, which is generally position in grid (X - 1 to 3,

you load a group of characters used for user graphics. ¥ = 1 to 3)

into the grid by typing 'R'. Please note: Only one copy AD memory address of cha ac-

You'll see FIRST CHAR7 of a given character can exist in XC.YC x and y position wit
appear on the command line. the grid at any one lime.

Enter the first character you Once you have assembled the XP.YP pointers to actual scr

require: ASCII code (32-119). graphics you require, press 'E'

Press Return.

The grid will fill with

characters, the ASCII codes for

to exit. The character set may
now be SAVEd on cassette for

future use (refer to Oric user

manual) or the program re-run. How It woriri
character codes grid.

Move the cursor using the
10-204 initialisation

arrows. To invert the bit under 190 default to standard char

the cursor press Space. The Command luminary

change is implemented immedi- 300 top character

To get any single character to

»i'Ss»"i'ir°
subroutine

400 draw cursor

re

any position in the grid:

C asks'CH.RQD?' Enter ASCII 500 draw character grid
required code of character required 600 copy character to screen
2 press 'G\ ASCII code of

char, Return WO inven a bit

To invert a whole character ASCII codes 33 id 127,ink) 900 mask a bit into chara

press '1', and to memorise a

character press 'M'. It will be
shown in the bottom righl-hand

corner of the screen. See the

R asks -FIRST CHAR?' Enter
ASCII code of fim tharacicr

lo go in grid (32 10 119). Will

nil grid with nine characters

from ihc start code

1000 get character r^iuiiv.!

1100 blank a characier
11511 Mil in a character
U(«i mien character

command summary for other 1300 memorise current charac
commands. S scl s all bits in character 1350 recall memory
With a little practice the I4O0 swap memory and char

Any characters may be placed N recall memory 1500 character skip

in the grid using 'G' and 'R'

commands so that graphics
Rclurn swap between alternate

1900 delete any messages
which require more than one
character can be made to line

« ............
10 REM *
28 REM * CHRRflCTER SET MODIFIC AT I ON »
50 REM * *

60 REM * WRITTEN BV R. POWELL 1933 *
70 REM * *

80 REM * VERSION 1. 2 *

90 REM * *

100 REn*******************-***"!
140 REM
130 REM
1S1 CLS:GOSUB 2600
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159 INK?: PRPER0
160 CLS: PRINT"SETTING ARRAYS. ... PLEASE WAIT"
178 DIHA*<63>
±79 FOR J=5 TO STEP-1: fc>2TJ
188 FOR 1=8 TO 63
181 IF <I AND K>=>1 THEN A*U > =A*C I >+CHR*U27> ELSE fl*UJ*fl»Û

182
200
202
203
204
249
250
252
255
260
265
270
272
275
290
3O0
310
311
312
313
331
332
333
334

346
347
343
349
350
409
410
415
420
430
450
451

NEXT: NEXT
FOR I=46eB0+<91*8> TO 4608?+<:93*S>
POKESt 32: NEXT
FOR 1=3 TO 6: POK£<.46080-K92*8; + IJ>. 0: NEXT
P0KE46S15, 63: P0KE46823, 63
CLS
FOR V=17 TO 1 STEP-8
PLOT0, Y-l, "V
FQRX=1T013STEP6
QOSUB500
NEXT: NEXT
F0RI=1T014: PRINTCHR*C10?J : NEXT
F0RI=1T022: PRINTCHR*(.9.>; : NEXT
GOSU8708
5=0: PLOT1. 26, "STANDARD CHAR. SET"
Xt1=l: YM=l: XC=0r VC=0
QOSUB400
K*"KEV*: IFK*=""THEN311
K"nSC<K*>
PL0T22, 14, "

IFK =127THENGOSUB1H3i3
IFK*="S"THENGOSUBll50
IFK*="I"THENOOSUBl20O
IFK*="n"THENGOSUBl300
I FK*=" " TMENGDSUB6808
I FK* = "E"THENCLS: PR INT" TERMINATED": END
PLOTX, V, STX
IFk:$ = "N"THENGOSUB1350
IFK* = ", "THENQOSUB1403
IF07ANDKX12THEN ON K-? GOSUB450. 460, 470, 4

IFK*="G"THENGOSUBl008
IFK$ = ' , C ,'THENGOSUB150i3
IFK.* = "R"THENGOSU81603
IFK = 13THEN GOTO1708
GO TO310
REM**C>RflW CURSOR
X=X(1*6-5+XC: Y=YM*S-7*YC
ST^=SCRN(.X, W>
IFSTX>126THENPL0TX, V, 171ELSEPLOTX, Y, 43
RETURN
REM
IFXn=lANDxC=OTHENRETURN
IFXOOTHENXi;=XC-lELSEXf1=XM-l: KC*3
RETURN
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^465 RETURN
4 78 REM
471 IFVM*3AnDYC=7ThENRETURN
472 IFYC<7THENYC=VC-tl£LSEYTl=VM+l: YC=0
4 75 RETURN
480 REM
481 IFYM=1ANDYC=0THENR£TIJRN
4S2 IFVC>8THE«VC»VC-l6LSeV11«Wl-l: YC = ?

485 RETURN
499 END
506 REM ** DRAW CHARACTER GRID **
510 REM AT X, Y
528 PLOT X, Y-l, "C.\S\S\J" .

530 FORI=0TO7:PLCTX. V+I, "IICCIC3": NEXT
535 RETURN

600 REM * COPY CHARACTER TO GRID **
605 REM CHAR=CH POSITION = XM. YM
610 AD=46080-*<S*18241 + <.CH*3>

615 XP=XM*6-5: YP"VM*8-7
620 F0RI=HDT0AD+7
630 PLOTXP, YP.fl*<P££K<.I.)flND63>
660 YP=YP+1
670 NEXT
680 RETURN
700 REM ** DISPLAY CURRENT WORKING S0UARE5 **
718 PL0T22, 1. "CHARACTER COOES"
720 PL0T22, 2, "-+ * + +-"

730 F0RJ=1T03: F0RI=1T03
735 IFCN<I. J.X100THENCS=""+STRS(CNU, J) >ELS£C*=" "+RIGHT** STR*«.CNt.

I, J>>.3>
rf® PLT3Tl?T-i;^-nI/, J.T£-.J, c>
745 PL0T21. 9+J. 8*Si IFCNCI, J>>3lTHENPLGT22*I, 9*J, CNU.

J

)

750 NEXT: PL0T35, 1+2*J, ""

760 PL0T23. 2*J+2, "+ + + + "

770 NEXT
7SH RETURN
800 REM*** INVERT WHATS THERE***
310 IFST;{=127THENST;(=91ELS£STX=127
820 GO5U6300
338 RETURN
900 REM** MASK IN STK**
910 HD=46030+f:S*1024) + c.CN(.Xn, YMJ*8J+VC
928 IFSTK=127THEN950
930 IK=n0TC2t(.5-XO>
935 POKEAD, CPEEKCAD^ANDIK)
948 RETURN
950 U=2TC5-XC)
968 PQKEAD, CPEEKCAD>ORIKJ
970 RETURN
100S REM** READ CHARACTER COMMAND **
1010 PRINT"CH. RI50"; • IWUTCH*: CH=VALtCHf >

1012 GOSUB1900
1014 IFCH<32ORCHM27THEN1010

^7
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1015 E=8
1016 F0RI=1T03: FORJ =170-3 = IPCHKl. J>'*Cti

101? NEXT: NEXT
1818 IFE=17HENPLQ722, 14, "CHAR IN USE"
1020 G0SUB688
1825 CNCXM, Vn>=CH
1930 G0SUB788
1S48 RETURN
1100 R£ri**8LfiNK. CHflRfiCTER**

1118 H0»4S888+Ci824'»'S>*C(l<KM, VM?
1128 FO£l=0TQ7= PLOTXM*6-5, VM*8-I* "UC
1130 ST8=*?l: RETURN
1150 REM**FILL CHARACTER**
1160 RD=468S0+<.1024*S)+CNtXI1, VM)*8
1178 F0RI=8T0?= P8KEP.D+I, 63: NEXT: CH^CN
1180 STK=l2?= RETURN
12(38 flD=46S3e+(.l824*S>+CN^xn. VM>*3
1218 F0RI-8TQ?: PQKEfiD+I. (NOT PEEK(.fiO+

1215 CH=CN<.XM, VM>
1220 GOSU8680: IFST^=127THENSTK=9lELSE
1230 RETURN
1300 REn*^riEM0RV*i<

1318 flD=460S0+(1024*SJ + <CN(XM- Vti;*8)

1320 FORI =0707= P0KE1824+I, PEEK*.fl£>+I >i

1338 G0701458
1358 PEn**I1EnORV RECflL.*"''

1360 flD=460S8+(1024*S; + <.CN<.Xf1, Yn>*3>
1370 FORI=0TO?= POKEfiO+I, PEEK 1 1024 + 1 J

:

1375 i:H=CN(XM, VH>
1380 ODSU6600: GOT01458
1480 REF1**SWRP PlEM S CHRP*"'
1418 fi[>=468S0+<.1024*S:> + <.CN(XM, Yt]>*3>

1415 FORI=0TO7= K»PeeKtfi&+I):POKEflD+I»
1428 CM-cwcxn. vn>
1430 GOSUB680
1458 H0=l824
1451 PLOT29, 26. "nEflORV"
1455 PL0T29.16, "SNSSSV
1456 FORI=0TG7: PLCT35-17+I. " ] " : NEXT
1468 KP?29: VP»17:'QOT0628
1580 REM** BLOCK. SKIP **
1505 PL0T23. 14. "GIVE DIRECTION"
1518 I3ETKS
1515 -PLI3T23. 14, -

1520 K=flSC<.K*>: OHK-7QOTO1550, 1560. 15"

1545 RETURN
1550 IFxn>lTHENXrn=xn-l
1555 RETURN
1568 IFXMC37HENXm=Xri+l
1565 RETURN
1578 IFVt1C3THENVn=YM+l
1575 RETURN
15<38 IFVM>iTHENVI1=Vn-l
1535 RETURN

THENE=1

RETURN

ICC": POKEflD+I, 8: NEXT

XM, VMJ: GOSU6680

I JJflNO 6Z: NEXTQ
PEEK (.1824 + 1 .): P0K.E1824 + I. K: NEXT
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1688 REH**CONSECUTIVE STANDARD CHflRS*^ ^^^^^^ XI1685 REn I ^^mPS 1
1610 INPUT"FIPST CHAR"; CHJ: CH=VRL'.CH*> 1 ^^tf J 1
1620 G0SUB1983 1 %^H^*" 1
1630 IFCH<32QReH>ll9THEN1610 1 _J
1640 FORB*lT03 L^^^fi
1650 F0RR=iT03:CN(fl,B?«CH ^H «IB
1660 XP1«fl:VM»8:QOSUSS80
1665 CH=CH+i: NEXT: NEXT
16?0 GOSUB700: RETURN
1788 REM ** SWITCH CHARACTER SETS **
1710 S=l-S
1728 QOSUB1880
1738 IF S-0 THEN 293
1?48 PLOTl, 26, -ALTERNATE CHR. SET"
1758 GOTO 308
1808 F0R8=lT03
1818 FORA =lT03: CH=CN(.A. B.>

1858 Xia«fl: VM=B: Q0SUBS88
1S30 NEXT: NEXT
1348 QOSUB 70S
1858 RETURN
1300 F0RI«lT022: PRINTCHR*C9?J : NEXT: PPlNTCHRjt.il r,

1310 PRINT- " :F0RI«lTOlfi: PRINTCHR*C8>J : HE T

1330 RETURN
2080 PRINT" THIS PROGRAM ALLOWS VOu TO MODIFY"
2085 PRINT
2018 PRINT-THE CHARACTER SETS IN THE COMPUTER"
2015 PRINT
2820 PRINT-BV SIVINQ VOU AN ENLARGED WORK PAD"
2825 PRINT
2830 PRINT-AREA WHICH WILL DISPLAY OP TO NINE"
2835 PRINT
2043 PRINT"CHARACTERS. BV USING VARIOUS KEYS "

2845 PRINT
2858 PRINT"THE CHARACTERS MAY BE CHANGED TO"
2855 PRINT
2060 PRINT"PRODUCE USER DEFINED GRAPHICS FOR"
2065 PRINT
2070 PRlNT-GAnES ETC. . . ": PRINT
2080 GOSUB 3008
2188 CLS
2118 PRINT" THE KEYS ARE:--: PRINT
2128 PRINT-ARROWS - flOVE THE CURSOR"
2125 PRINT
2130 PRINT"SPACE - INVERTS THE BIT UNDER CURSOR" : PRINT
2148 PRINT-DEL - CLEARS ALL CHARACTER BITS"
2150 PRINT-S - SETS ALL CHARACTER BITS"
2160 PRINT"! - INVERTS ALL CHARACTER BITS"
2165 PRINT
2178 PRINT-G - GET SINGLE CHARACTER"
2188 PRINT-R - READ 9 CHARS. TO GRID"
2135 PRINT
2198 PRINT"M - PlEnORIZE CHARACTER"
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2200 PRINT"N - RECALL flEriORV"

2210 PRINT"-. - SWAP HEPIORV" flfiD THIS CHAR"
2215 PRINT
2220 PRINT"C ARROW- SKIP CHHR IN GIVEN DIRECTION"
2225 PRINT
2230 PRINT"R£TURIJ - SWITCH TO OTHER CHHP SET"
2235 PRINT
2240 PRINT-E - END RUN"
3000 PRINT: PRINT|"*PRESS flNV KEV»'
3610 SET fl*: RETURN

o o

ARCADE
HARDWARE

DUCKWORTH ADVENTURES

long-Lev P4lac* in * c

descriptive altlogue (with da

Tel: 01-485 3484
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Locate all the wild beasts and get them
back In their cages In this zoo game by

David Carter

t [heir opponent from

special formal. All user defined

characters are printed as capita]

letters but with an underline. In

order to type them
computer you need to

.

machine in GRAPHIC mode
and then press the capital le

indicated. If you follow these
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70

100

LET l-9i LET r=9i FOR 1=1 TD 3! LET t(i>«Ii NEXT ii GO SUB 9300: GO SUB 940

LET goes=start
110 IF gnes-1 THEN PRINT AT 1,0; INK goes;n*(l,l TO pfl)l|"'a go",,
120 IF goes=2 THEN PRINT AT 1,0; INK goes;,(" ";n»<2,l TO p(2))i"'» go"
124 IF goesOl AND goes<>2 THEN STOP
130 GO SUB 3000: REM move and load

GO SUB 4027: REM move and unload
150 IF b*»"q" THEN GO TO 170
160 IF s(ll+s(2><>7 THEN LET goes-3-goes: GO TD 110

PAUSE 50
170 GO SUB 6000: LET start =3-starti REM print win
180 INPUT "Do you want another game? "

; q*
183 IF q*<-"" THEN GO TO 180
IBS IF q*(l)<>"n" THEN CLS : GO TO 40
190 INPUT "New players? "|q*
195 IF qt(l]<>"l!" THEN CLS : GO TO 30
200 STOP

CLS : PRINT AT 0,10;"ZOO BREAK OUT" '' "Last night all the animals broke ou
t of the zoo. "'"'The two keepers have been promised a bonus if they can" ' "get

the animals back into their"'"own cages, with promotion for the one who can ge
t the most "'"cages full."
1010 GO SUB 9500: GO SUB 9200: REM define UDG
1020 PRINT ''"Each has a lorry into which they" ' "can lure up to 3 animals in"'"a

to move them into their"'"own cages."
1030 FOR i=2 TO 8: PRINT AT 19,4+2»i ; a* (i > I NEXT i

1050
1060 IF q#="y" THEN GO SUB 7000
1070 RETURN
1200 DIM t(3>! FOR i = l TO 3i LET t(t)-ll NEXT i

1210 DIM s(2)
1220 RETURN
1500 CLS
1510 PRINT AT 0,10; "ZOO BREAK OUT"

DIM n*(2,B>
1530 INPUT "Name of player 1? "[n*(l)
1540 INPUT "Name of player 2? "m*(2)
1550 LET unload-0
1560 LET start-1+INT (2*RND)
1565 DIM p(2>

FOR 1=1 TD 2

1580 LET p I i ) =8
1590 IF n*(i,p(l)>-" " THEN IF p!i)>l THEN LET p(i)-p(i)-ll GO TO 1590
1600 NEXT i

1610 RETURN
2000 PRINT AT 0,10;"ZDD BREAK-OUT"
2010 FOR t=0 TO 1: PLOT B3*88«i,148: DRAW 0,-144: NEXT i

2020 FOR i=0 TO 9: PLOT B3,14B-16*i: DRAW 8B,0: NEXT i

2040 LET z*=" SCORE"
2050 FDR i=0 TO 1: FOR j-1 TO 5
2060 PRINT AT 6+j,31»i JZ*(j>
2070 NEXT j: NEXT i

2080 RETURN j - :.-?^.. -*
3000 REM move & load jtl jfltfe xJ^^ZeQ.
3010 IF INKEYCO"" THEN GO TO 3010 M ~^HV»\«*-f '"" HP-TylF»«
3020 IF INKEV*="" THEN GO TO 3020 "" jfiB^UJ'fcSS^IK 't"~

' V ^K?
3025 LET b$-INKEY* ''^HEl^£ lH^ ^HH Wtk.
3030 IF goes=l AND bJ^'S" AND t<l><>3 THEN RETURN /^KyvSr' "'

'"fTTUfcl'i fl
IF goes-2 AND b*="5" AND t(l)OI THEN RETURN 1 ^BiSWfcS^,- jjWPBWMfl^B

3050 IF b*="6" DR b*="7" THEN BD SUB 4500 / 'jSiflHHHV^^^Sffil^^TlJ
3060 IF goes=2 THEN GO TO 3500 "afSBEt^M*^}W-jF~ \T<
3070 let k-2»i*i jE^mBtffigj^fiii!^^.jaJ* V,
3100 IF b#<>"5" THEN GO TO 3010 jfe^SS'^ff^'M"^wfl^K^i!
3105 LET rr=l: GO SUB B20B j^Pfer/jii fi^^K"0i
3110 let csum=o s^B/f^Smt'^Tyb '- SmMtmm

"^ifn,-*- "*»~ c*"^--B"»«j»g
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' 3120 FOR i = l TO 5: LET tsum=csum+c (1 ,i 1 : NEXT i

3130 IF csum=5 THEN BO TO 3010: REM row empty
31 40 IF t(3)OJ THEN RETURN I REM lorry -full

3150 LET i = l: LET J-I
3160 IF c(l,i)=l THEN LET 1-1+tl GO TO 3160
3170 IF tljXM THEN LET j=j + l: GO TO 3170
3175 IF c(l,l)-c(l,2) AND c<l ,l>-c(l,3> THEN ED TO S400I REM is i t three
3180 LET t (J t -C (1 , i i

3190 PRINT AT K+l,9+2*lta*<l>
3200 PRINT AT x+l,2+2*j;a#lt (j>>

3210 LET c { 1 , i ) =

1

3220 IF j=3 THEN RETURN : REM lorry -full

3230 GO TO 3010
3500 REM load right lorry

1 3510 IF b*<>"B" THEN GO TD 3010
3515 LET K=2*r+1
3517 LET Il-TI 60 SUB 8000
3520 LET CBum=0
3530 FOR i=l TO 5: LET csum=csum+c (r , i

>

: NEXT i

3540 IF C5um-S THEN GO TO 3010; REM row empty
3550 IF 113)01 THEN RETURN : REM lorry -full

3560 LET i=l
3570 IF c(r,6-i>=l THEN LET i=i+li GO TO 3570
3580 LEY j-1
3590 IF tljIOl THEN LET J-j+li GO TO 3590
3595 IF c!r,5)-c<r,4) AND c (r ,5) =c <r ,3) THEN GO TO B600: REM is i t three
3600 LET t(j)=c(r,6-i)
3610 PRINT AT K+l,2I-2*i;a*<l)
3620 PRINT AT x+l,28-2*jja*<t<j)

)

3630 LET c(r,6-i>=l
3640 IF j=3 THEN RETURN : REM lorry full
3650 GO TO 3010
4000 REM move and unload
4010 IF 1NKEYSO"" THEN GO TO 4010
4020 IF INKEY*=" " THEN GO TO 4020
4025 LET b*=INKEY*
4027 IF b*="q" THEN RETURN
4030 IF goe5=l AND b*="5" THEN GO TO 4010
4040 IF goes=2 AND b*<="8" THEN GO TO 4010
4050 IF b*-"6" OR b»-"7" THEN GO SUB 4500
4060 IF goes-2 THEN GO TO 4200

IF b*<>"B" THEN GO TO 4010
4080 LET 11-1: GO SUB Q000
4090 IF t<l>=t<2) AND tU)-t(3) THEN GO TO 8S00
4100 LET j-3i LET 1=5 \ k VVl-
4105 IF t!l)=l THEN RETURN

li, > -z
IF t(j)-l THEN LET j=j-l: GO TO 4110

Sf ?
4115 IF c(l,I)OI THEN 00 TO 4010
4120 IF cll.ilOl THEN LET i=i-li BO TD 4120
4130 LET C(l,l)-t(j)l LET t(jf = l

4140 PRINT AT K+l,2+2*Jia*(l) ^ t / J-4
4150 PRINT AT x + i,9+2*i;a*(e(l ,i) )

4155 BO SUB 5000 00*4160 IF tIDOl THEN GO TO 4010
RETURN

4200 IF b*<>"5" THEN BO TO 4010
4210 LET rr-r: GO SUB 8200
4220 IF t(l)-t(21 AND t<l>—t<3) THEN BO TO 8900
4230 LET j=3i LET i-1
4235 IF t(ll=l THEN RETURN
4240 IF tlj'-l THEN LET J-J-ll GO TO 4240

IF c<r,'5)<>l THEN GO TO 4010
4250 IF c(r,i)<>l THEN LET 1=1 + 1 » BO TO 4250
4260 LET clr,i>=t!j)i LET t(jl»l

, 4270 PRINT AT x+l,2B-2*Jja*Cl>
siojjj
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4280 PRINT AT x + 1 ,9+2*i ; a* (c (r , i >

>

4285 GO SUB 5000
4290 IF tdlOl THEN GO TO 4010
4300 RETURN
4500 IF goes=i THEN GO TO 4540
4520 IF hS-"?" THEN IF r>l THEN GO SUB 94001 LET r=r-ll GO SUB 9400
4530 IF b*="6" THEN IF r<9 THEN GO SUB 9400: LET r-T+Il GG SUB 9400
4535 RETURN
4540 IF b*="7" THEN IF 1>1 THEN 60 SUE 9300: LET l-l-ll GO SUB 9300

4550 IF b*="6" THEN IF 1<9 THEN GO SUB 9300: LET 1 = 1 + 1: GO SUB 9300
4560 RETURN
5000 LET i=l: LET g- I !goes=l )*1 ! +1 (goes=2>»r>
5010 IF c(g,l)=l THEN RETURN
5020 IF c(g,i-H>=c!g,l> THEN LET i-i+ll IF i<3 THEN GO TO 5020
500 IF i<>5 THEN RETURN
5040 FOR i = l TO 10
5050 PLOT 83+8»i , 172-8»K: DRAW INK goes;0,-16
5055 BEEP .1,1
5060 NEXT 1

5070 LET s (goes)=s(goes)+l
50B0 PRINT AT 21-s (goes) ,31* fgoes-1

)
; PAPER goes; INK 7;stgoes>

5999 RETURN
6000 REM winner
6010 CLS
6020 IF s(2)>b(1) THEN GO TO 6050
6030 PRINT AT 5,2; INK l;n*U,l TO p(l>); INK 0;" is the winner by "; s (1) f *'i "i a{

6040 RETURN
6050 PRINT AT 5,2; INK 2jn#l2,l TO p 12) ) ; INK 0; " is the winner by " [s(2) (

" : " [a <

6060 RETURN
7000 CLS
7010 PRINT AT 0,5;"INSTRUCTIONS"
7020 PRINT '"Each player is allowed to lure up to three animals into his lor

7030 PRINT "The three can cnme from one or more cages. The player may then

I 7040 PRINT '"There are two restrictions: 1. Once three similar animals have
I joined each other, either in a lorry or cage, they will"'"not allow themselves
! to be separated. 2. Once a player unloads any animal he will not be allow

|| ed to" '"load any more."
j? 7050 GO SUB 7950

7060 PRINT '"The up/down (7/6) cursors move the lorries -from cage tD cage. '

pending on who's turn it is."
7070 PRINT '"The object is to move the" ' "animal s so that the five of each" ' "typ»
are colected together in one cage. "''"The winner is the one who can"'"get the
most cages -Filled."

7075 PRINT '"Press ""q"" to end the game when" ' "unl oadi ng. "

7030 PRINT AT 20,5; "When you are ready to start:"
7090 GO SUB 7950
7100 RETURN
7950 IF INKEY*<>"" THEN GO TO 7950
7955 PRINT AT 21,0; "Press ENTER to continue."
7960 PAUSE
7970 CLS
7999 RETURN
8000 REM compress right
B010 FOR i=5 TO 2 STEP -1
8020 FOR j=i-l TO I STEP -1

G030 IF c(ll,i)<>l THEN BG TQ G100
8040 IF c(ll,j)=l THEN GO TO 8090
S050 LET c(ll,i)=c(ll,j)
8060 LET c(ll, j!=l
8070 PRINT AT ;,-M,9-2.i;a*<c<ll,i>)
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.
B0B0
8090
aiaa
8110
8200
8210
9220
8230
8243
8250
8260
8270
8280
8290 NEXT j

8300 NEXT i

8310 RETURN
8400 IF t ll>+t(2)+t (3)<>3 OR cU tl)-cU,4J THEN GO TO 3010
8450 FOR i=l TO 3
8460 LET t ( i > -c (1 , i )

PRINT AT K+l,9+2»iJ«*U>
8480 PRINT AT x + l,2+2*i;s*(t <i) >

B490 LET CU,1>-1
8500 NEXT i

8510 RETURN
8600 IF tU>+t(21+t I3><>3 OR c(r,51-c<r,2) THEN GO TO 3010
8650 FOR i=l TO 3
8660 LET t(i>=c(r,6-i>
8670 PRINT AT «+l,21-2*i ja*(l)
8680 PRINT AT x+l,28-2*l;a*(t it)

)

8690 LET c(r,6-i)=l
8700 NEXT i

8710 RETURN
IF t<l>=l THEN RETURN

8805 IF c(l,l)+c(l,2)+cll,3)<>3 THEN GO TO 4010
FOR i = l TO 3i LET c(l,i)=t(i)

8820 PRINT AT x + l,9+2*i;at(t (i>)
8830 PRINT AT x +l,2+2»i;a*m

8850 NEXT i

8855 GO SUB 5000
GO TO 4100

8900 IF t(l)=l THEN RETURN
8905 IF c(r,5)tc(r,4]tc(r,3)<>3 THEN GO TO 4010
8910 FOR i-1 TO 3: LET c (r ,6-i >=t (i )

8920 PRINT AT x+l,21-2*i|a*(t(i>}
8930 PRINT AT K+l,28-2*i;atll>

LET t(i)=l
B950 NEXT i

8955 GO SUP 5000
8960 GO TO 4230
9000 DIM t<9,5): FOR i = l TO 9: FOR j-1 TO 5: LET C(i,j)»ll NEXT ji NEXT i

9010 FOR i-2 TO 8
9020 FDR j-1 TO 5
9030 LET d-l+INT (9*RND)
9040 LET e-l+INT (5*RND)
9030 IF c(d,eK>l THEN GO TO 9030
9060 IF e>i THEN IF c(d,e-l)=l THEN GO TO 9030
9070 IF e<5 THEN IF c(d,e+l)->i THEN GO TO 9030
7080 LET c<d,e)=i
9090 PRINT AT 2*d+2,9+2*e;a*<i)
9100 NEXT j

9110 NEXT i

9120 RETURN
9200 DIM a*<e,e>
9210 LET 3»(B)«"Ee"
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9220 LET a* (2)' RB"
7230 LET a* (3)^
7240 LET a*C4> =

7250 LET a* (51=
9260 LET a* (6)=
7270 LET a#<7)=
9280 LET a*U>=" "

7285 DIM t(3): FOR i=! TO 3 I LET
9290 RETURN
7300 LET X»2*l+U PRIh r OVER 1;

jCMR

7310 PRINT OVER i;AT x+l,4;a$(t
9320 RETURN
7400 LET K=2*r+1: PRINT OVER Ij

4-2,22: "RQRRRRQR"
7410 PRINT OVE * ljAT x+l,22;a#<

1

1 AT x*l,28; "R3";

9420 RETURN
7500 RESTORE : FOR n=l
7510 FOR -f=0 TO 7
7520 READ a: POKE USR *

9530 NEXT f

7540 NEXT n
7550 DATA
7560 DATA
7570 DATA
7580 DATA
7570 DATA
7600 DATA
7610 DATA
7620 DATA
9630 DATA
9640 DATA
7650 DATA
7660 DATA

7680 DATA
7670 DATA
9700 DATA
9710 DATA
7720 DATA
9730 DATA
7740 DATA
9750 RETURN
9999 FDR i=

0,32,64,75,63,31,28,3a
28 , 62 , 1 25 , 255 , 254 , 252 , 1 2 , 1

8

, 1 5 , 1 27 , 95 , 3 1 , 54 , 54 , 54
56 , 252 , 246 , 255 , 249 , 49 , 50 , 48
0,32,1

0,192,0,0,0,0
0,7,127,2
40,245,255,32
1,3,6,60
128 , 224 , 240 , 224 , 128 , 224
,31,63,24,20

2 , 8 , 28 , 254 , 248 , 248 , 20 , IB
31,47,43,8,12

232,8,4
15,63,1
! 72 , 240 , 248 , 252 , 250 , 254 , :

255 ,60,66,90,90,66,60,0

24,31
0,0,0,
0,0,3,

128, 11

255,0,0,0,0,0,0
i t l,l.

255,128,120 128, 12B, 12B, 128
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GET YOURS
EVERY WEEK!

Fed up of fighting your way through the crowd?

Sick and tired of finding your local shop has

j
sold out?

Fancy having o free binder for your HCW?
Why not have a subscription and get your

I favourite magazine delivered fo your door each

I and every week.
For o limited period only all UK subscriptions,

|
either new or renewals, will be automatically

Include a free binder. Each binder holds up to

26 copies of HCW safe and secure. No more
dog-eared copies lying on the floor or being

'orn fay the cat.

A years 's subscription costs just

I £35 to UK destinations

£41 Overseas (Accelerated Surfact Post)

I £51 USA (Aeeerated Surface Post)

] £114 Airmail

Extra binders ore also available ot £5 each

I fine P&P). Allow 21 days for delivery.

Post Code

Commence with issue n

Remittance value

Access/Borelaycard

Signature

Subscription type

Binders (£5 each)

Send completed form to:

Infonet, 10-13 Times House.

l79Marlowes, Heme I Hempstead,
Herts HP1 IBS



You're In charge of

a forklift truck with
falling batteries,

in this game by Rod
Lane In Tl BASIC

O
Z
§

O

In this game you play the part

of a forklift truck operator

pulling in some overtime at the

warehouse. Unfortunately the

only truck around is old and the

battery in it doesn't last long!

So to keep going you will

probably need to recharge a
number of limes.

However the recharge points

(shown as new batteries) keep
appearing and disappearing.

You should therefore only go

you! To use these recharge

points you must BACK your
track over them. If you are

successful you will gain between

ChtHMM
at the bi

n the pi

n of til

The normal four cursor keys

control the movement of the

truck. You job then, assuming
your power lasts, is to pick up
all the coloured crates by sliding

the forks of your trucks into the

pallet from the FRONT and to

load them into the correspond-

ing containers at the right of the

When you have loaded the

last crate and backed your truck

out of the container the game
ends and offers you a new game
at the same or a different skill

level. This skill level determines

the number of crates to be
loaded. Levels one and two are

best only for practice. Speed is

not essential as you use no
power when standing still, so

much power as possible.

I have written the program
with REM statements purely as

understanding the program and

as these REM statements are on

line numbers ending in five, if

you use the NUM command
when typing the program in.

you can ignore all the REMs.
Good luck!

150-320 defines character!

330-700 sets up screen

110-730 scans keyboard, c

number of movements
MUM checks for rec

20% of ihe time

li'vK

Variables

R,C row, column pos

tJ.V.tl.C.l,/ .:ll usl-J hi

NEXT loops
VI At; if rcdiartn: point pr

(,.<;s,t.K used iii GCHAR calls

C position of pi

ASCII code ol

100 CALL CLERR
110 GDSUE 1860
120 CALL CLERR
130 RX=1
140 CX=1
145 REM ********+****##*****
150 FOR 0=40 TD 64 STEP 8
ihf: CALL CHflRCQ, "78484878464378F
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170 NEXT G 580 C=INT<20*RND)+6 4flHj4
180 CALL CHRRU40, "1M4141E7E7E7 590 X=141 ^wrlT»
E2B") 600 6DS0B 1390 ^ET^|
190 CALL CHARa 41, "0000000000000 610 FOR T-l TD SK
0F0") 620 FOR Q=40 TD 64 STEP 8
200 CRLL CHARC95, "00000000000000 630 PR=INT(18*RND)+4
FF") 640 PC=INTa8*RND)+8
210 CRLL CHAR<96,"FF"> 650 CALL SCHRR(PR,PC,PG)
220 CRLL CHRR< 105, "0101010101010 660 IF P0O32 THEN 630
101") 670 CALL HCHARSPR.PCQ)
230 CALL CHAR<106, "8080808080808 680 NEXT Q
080") 690 NEXT T

240 CALL CHAR<34, "6666FF99FFFF99 700 CALL HCHAR<24, 1,41,32)
FF") TTlS DCM *.**.****ii.ijLi.iiiiiiiii

r Uj P.tn ±±±±±±±±±-*± + *7± + *-+*±+

250 V=41 710 CALL KEY(3,K,S>
260 FDR V=41 TO 65 STEP 8 720 IF S=0 THEN 710
270 CALL CHRR<V,"FFFFFFFFFFFFFFF 730 EflTT=EATT+l
F") 735 REM ********************
280 NEXT V 740 IF FLAG=1 THEN 820
290 CALL CDL0R<2,16,1) 750 IF RNIK.3 THEN 820
300 CRLL CDL0R<3,7,1) 760 RX=INT(13*RND)+7
310 CRLL CDLOR (4,15,1) 770 CX=INT(13*RND)+8
320 CRLL COLOR (5, 2,1) 730 CALL GCHAR(RX,CX,G)
325 REN ******************** 790 IF GOS2 THEN 760
330 PRINT „ A 300 CALL HCHAR(RX,CX,34)
340 RANDOMIZE 810 FLA6=1
350 EC=1 II -1 <31 ^ DCM XXiiXiiixi-iiiXi-iiiiiOiD ftt! I

±±*-r-r-r-^*-±+-±-^:-^i:-^±-^±±'±

360 BflTT-1 M Cif 820 IF K=38 THEN 870
370 TOT-0 ^K 830 IF K=69 THEN 960
380 PRINT " ^BJ 840 IF K=83 THEN 1050

^^H> 350 IF K=68 THEN 1210
390 FOR 19^HKtW- fl 860 GOTO 710
400 PRINT " I B&rt^M W 865 REM ********************Vet^^^ 870 CALL GCHAR<R+1,C,G)
410 NEXT P 830 CRLL GCHRR(R+1,C+1,6N)
420 PRINT " V* V^V>*.,VVV** 890 IF ( 6=32 >»<GN=32> THEN 900

SE 710
EL

430 PRINT " POWER LEVEL" 900 CALL HCHARtR, 0,32,2)
440 U=5 910 R=R+1
450 N=27 920 IF R<23 THEN 940
460 FOR 1"1 TD 2 930 R=22
470 FOR L=l TQ 2 940 SDSUB 1390
480 FOR V=41 TO 65 STEP 8 950 GDTD 710
490 CRLL HCHAR(I.I,N,V) 955 REM ********************
500 W=W+5 960 CALL GCHAR(R-1,C,G)
510 NEXT V 970 CALL GCHAR(R-1,C+1,GN)
520 11=6 930 IF CG=32)*(GN=32)THEN 990 EL
530 NEXT L SE 710
540 M=5 990 CALL HCHflR(R,C,32,2>
550 N=28 1000 R=R-1
560 NEXT D 1010 IF R)3 THEN 1030
570 R=INT(18*RND)+4 1020 R=4



10:30 GDSUE 1390
1040 GOTO 710
1045 REN *******************
1050 CALL GCHBP<R,C-1,G>
1060 IF G=34 THEN 1080
1070 IF G<>32 THEN 710
1030 CALL HCHBR<R,C,32,2>
1090 C=C-1
1100 IF C>5 THEN 1120
1110 C=6
1120 GDSUB 1390
1125 PEN *******************
1130 IF G<>34 THEN 710
1140 E=INT<4*RND>+1
1150 BC=BC-E
1160 IF BOO THEN 1180
1170 BC=1
1130 CALL HCHBR< 24 ,BC,41>32-BC>
1190 CfiLL SDUND<400,-8,2>
1200 GOTO 710
1205 PEN *******************
1210 CfiLL GCHRR<R.C+2,GF>
1220 IF <GF=106>-KGF=34>THEN 710
1230 IF GF=X+1 THEN 1520
1240 IF (GF=41)+CGF=49>+<GF=57>+
<GF=65)THEN 710
1250 IF GF<>32 THEN 1320
1260 CBLl HCHRR(R,C.32>
1270 C=C+1
1230 IF C<27 THEN 1300
1290 C=26
1300 GOSUB 1390
1310 GOTO 710
1315 REN *******************
1320 IF X0141 THEN 710
1330 X=GF
1340 CALL HCHRR<P,C,32>
1350 C=C+1
1360 GOSUB 1390
1370 CALL SDUNJ<:-100,110,4,-7,16

1380 GDTD 710
1385 REM *******************
1390 CALL SOUNIK-200,-7, 12)
1400 CALL HCHAR<R,C,140)
1410 CALL HCHBR<R,C+1,X>

'

1420 IF EAnviOOINT<BBTT/10)THE
N 15
1430 CALL SDUNB<250,5S0-<13*BC> J

5)
1440 CBLL HCHARf24,BC,49)
1450 BC=BC+1

1460 IF BC=33 THEN 1730
1470 CfiLL GCHRR<RX.CX*F)
1480 IF F<>34 THEN 1500
1490 CALL HCHfiR<RX,CX,32>
1500 FLBG=0
1510 RETURN
1515 REN *******************
1520 CBLL HCHfiR(R,C,32)
1530 C=C+1
1540 CALL HdHflR<R,C.Ua>i
1550 X=141
1560 CALL KEY<0,K,S>
1570 IF 8=0 THEN 1560
1580 IF K=83 THEN 1600,
1590 GOTO 1560
1600 C=C-1
1610 CBLL HCHRR<R,C*1,X^
1620 CBLL HCHfiR<R,C, 140)
1630 TDT=T0T+1
1640 IF TDT=SK*4 THEN 1660
1650 GOTO 710
1655 REN *******************
1660 FDR Z=l TD 24
1670 PRINT "FINISHED FINISHED FI
NISHEB"
1680 NEXT Z
1690 FDR Z=l TO 24
1700 PRINT " "

1710 NEXT Z
1720 GOTO 1790
1725 REM *******************
1730 FOR Z=l TD 24
1740 PRINT "NO PDUER ND PDUER NO
PDUER"
1750 NEXT Z
1760 FDR Z=l TD 24
1770 PRINT " "

1780 NEXT Z

1790 INPUT "NDRE??? [V--N] ":RS
1800 IF BIO"N" THEN 1830
1810 CBLL CLERR
1820 END
1830 IF BJO'V" THEN 1790
1840 GDSUB 1860
1850 GDTD 330
1855 REM *******************
1860 INPUT "SKILL LEVEL? CUP TD
4] :SK
1870 IF <SK01}*(SK<>2}*<SK03>*
CSK04JTHEN I860
1880 RETURN
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'Si*-, "V" «•".»<»

,«V »"™f SO A, o«»-

°"?,
4
rv.
"»*""•''«

* Uie«sie J*n* ,W '

.he

I) change
1 typed in the program Flash," hedinHCW 101 but

I found thai after "Press space

bar to play" nothing happen-

HoH< ended It

160 GET2S to GETZS:1F
ZSO" "THEN 160

] deleted line 180.

Also line 400 GET AS I

changed to GET AS: IF AS <

>"" THEN 400
The game is working

perfectly now. Maybe other

trouble with it.

B

recently.

First my IfiK Sp^irur

broke, so 1 took it back n

1 didn

.;ork (boo!). So 1

;~ back, expecting another wai
^~^

but no. 1 was given a bran

new 48K Spectrum Pli

(luirravll. Hieu thf iicm ila>

copy of Lode Rtinn.

' UveHCW
:: f Smiths.

g A Forrlngfon, Blrktnhea

Have 6*f«fi*d W&ty
fljo 1 £&/&« S^Jjcu^.

Le^tn WlfiL 3*3.

io HolW*°
00 '

Holly" ?
1
!' '

*

'oHri":*"''iS"S"

choices
oi *>_ XL .

^n
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As anyone who has ever seen

of [he games available Tor

me Cfi4 will agree, the
Commodore is capable of some
excelleni graphics. On Ihe other

hand, anyone who has ever seen

the C64 manual will agree thai

Commodre has no intention of
making these graphics Facilities

easily accessible 10 the likes of

you or I. If ever there was a

book to redress this balance it

must be Graphics Book for the

Commodore 64 by Axel Plenge.

The author claims that by the

end of chapter ihree you will be
familiar with every byte of ihe

CM's memory map, and having

read the book 1 believe him . All

of the programs printed in the

book, whether machine code or

BASIC, are very thoroughly
annotated, and there must be at

least one REM for each line of
program. This is always wel-

come when you want to under-
stand the logic behind a pro-

gram and not just use it as a
typing exercise.

Despite some claims to the

contrary, this is not a book for

the beginner. The author does
at one point suggest a book on
machine code programming
which may be of use to the less

experienced reader.

However, in the hands of a
competent programmer it could

revolutionize the graphic aspect

of your programs. An offer

which could be a good bet for

the two-fingered typists among
you is the chance to buy all of
the listed programs, plus a few
more, on a floppy disc. J.R.

Publisher: First Publishing

Author: Axel Plenge

33 Programs for the
TI-99/4A

I will begin by saying that i have

my doubts about the value of

listings. It has been my ex-

perience that such listings tend

to suffer, not only from typo-

graphical errors, hut also from
keying errors on the pan of Ihe

•
'i. the

imple by re-

fusion by not

use of the

1 Basics for Business,

Money Management, Curve-
Fitting Routines, and so on.

There is a small chapter of four

games, but the book is devoted

largely to financial calculating

and a considerable quantity of

statistics. The level of pro-
gramming is moderately good,
being almost exclusively
modular in structure, and there-

by based strongly on the use of
subroutines, yet the author
commits one of the cardinal sins

by making REMs the desti-

nations of COSUBs. This fault

is, to some degree, offset by the

information which is supplied
with each chapter, and although
the programs are by no means
sophisticated — a sorting

routine which looks very good
is in fact nothing more than Ihe

novice's workhorse, the Bubble
Son — they will provide good
models for the less experienced

programmer.
This book scores highly with

me primarily because it teaches

the reader some mathematics as

well as providing a number of
elementary but useful utilities.

P.B.

as the si

Progra
suggests.

b-litle. Your
ing Book,

By and large it

succeeos in making the work-
ings of BASIC clear and sii

The language is about right,

and (he text is broken up by the

use of colour and short para-

graphs. Cartoons help to get the

iimple programming c

nands, and a second sei

minating in a simple arcade-

style game called Wordzap. An
appendix contains two longer

games to type in, clearly li

'

'

out and explained — soi

magazines could take lessons

from this! — There is a
useful glossary of commands,

examples. Each chapter
with a 'Points to Remember'
box and there are ISexercis

tax young brains. The ans ...

are provided at the back of Ihe

Items covered include cal-

culations, how to de-bug
programs, strings, saving y<

own programs, editing 1

renumbering, colours and
different modes, FOR7NEXT
loops, random selection, locate,

plot and draw. All handled in a
simple and attractive way. The
book is well structured and
written in a simple, friendly

style, forming an easy teach-

yourself introduction to using

an Amstrad computer.
If you are already familiar

with BASIC and elementary
programming ihen this book is

not for you. If, however, the

Amstrad is your first computi
and you find the manual daunt-

answer you have been looking
for.

c: £5.95

Publisher; W, Foulsham
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SHEKHANA COMPUTER SERVICES

' in FiinUtouMTaHMMaiid

JCt D»1 [HO« 1 B10«.

MMAIlTiC rOJa view*
1

= JJJl.V J" •,"• »r
liveries normally by «

enclose a cheque/PO tor E seas*!!
8

)
Please send me (licit as applicable) WRIGGLER

1 MUSIC TYPEWRITER £9.95 D MT Supplerr

I TRANS-EXPRESS: part(§)oiKy

all parts on tape C9.9S D or cartridge

©*©on tape E 7.50 or Rotronics

Updates ol TRANS-EXPRESS or MUSIC TYPEWRITER
TRANS-EXPRESS upgrades

E 5.95 D
£ 4.95 D
C 5.50 a
E 14.95 D
£ 12.95 C
£3.50 D
E 6.95

MMAITIf WOT 77 Dyne Road : orders 01-625*
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Semi display: £7. 10 per sir

Ring for information on s

;le column centimetre

-ies bookings discounts.

01-437 0699
EXT 322.
Send your requirements to:

David Home
ASP LTD.
1 Golden Square,
London W1R 3AB

Computer Desks
THE NEW FOREST' RANGE OF CABINETS

A new range of computer cabinets, made by our

own craftsmen, designed especially for your home
computer system.

Send SAE for leaflet and price list

ORIC.ATMOS,
COMMODORE 64, LYNX
SOFTWARE LIBRARY

m Wilson l0OBlenne!m

I—WIN A COLOUR T.V.—
Spccirum - Oric - Aimos - QL

Sul'warc Library

COMMODORE
C16

CASSETTE HIRK

LIVKIN LA- \l.l,.\>

FRUIT 2000

:',.': '/^'•yv'^jr

WD Software
Foi Ihe QL:—

For Ihe MK Spectrum:

BBC B/Wrclron/Dr«gon sofli

library - Membership £5.00.

Tape* I (+30p P&P). Slamp
derails. E. Tucker. (H) 58. B

t-l!ii l'l'l7MB
1 1-, M-i-Mil- LM

)l Software Lid. Mod.

£4.50.

Cheques, PO's to A + JS. 92,

Marshfield Way. Bath BAT 6HQ
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Nationwide
Shops and
Dealers

CW*W£" silwrdile, Ncxcuile

Official Acorn computer
dealer and BBC service and

information centre
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" E3
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— VIDEO VAULT INTERNATIONAL =
~ 10+ REPAIR SERVICED -

CLASSIFIED ADVERTISEMENT
— ORDER FORM
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5 6

9 9
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PREFERRED CLASSIFICATION

Advertise nationally for only 35p per word
(minimum charge 15 words).

Simply print your message in the coupon and
send with your cheque or postal order made
payable to Argus Specialist Publications Lie
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HCW gold cassette <

We are pleased to announce the

Home Computing Weekly Gold
Cassette Awards. Dave Carlos
describes the first presentation

The record industry awards
gold discs, the film industry

awards Oscars but there is no
equivalent award in the home
computer industry.

Home Computing Weekly
has decided to change all this

and has presented the first or
its home computer industry
awards to Kevin Moughtin and
John Cain the authors of
Firebird's Booty.
Why Booty? Booty has sold

over 100,000 copies, a remark-
able achievement by anyone's
standard and thoroughly

<ard lakes the form of

t will bewooden plaque and
presented in the future to an
!hose who, in the opinion of the

magazine, have made a notable
contribution to the industry.

The awards were presented

by Peter Welham, publishing

director of Argus Specialist

Publications and by Dave
Carlos, Editor of HCW. In his

speech Peter Welham congratu-
lated the authors and Firebird's

management on such a remark-
able achievement. He suggested
that this was due to the high
quality of the graphics and the

also made special men iron of
the Firebird policy of dividing

its programs into ranges priced
according to quality and style.

Kevin and John had [ravelled

from the Isle of Man to accept

the awards. They have been
programming for a number of
years and used to produce
games for Rabbit Software.

They both worked in the same
architectural office until they

started programming home

The game was originally

called Jolly Roger and features

Jim the Cabin Boy who walks
around the wrecked pirate ship

trying to collect keys and pieces

ofloot. Only when every part of

the Screen has been cleared can

the gold key be used to unlock

the main stash of gold.

One tip that we managed to

pry out of Kevin, author of the

C64 version, was that there is a
cheat mode in which you have

100 lives. To get to this mode
you type his name, well part

of it, and left arrow. One
difficulty is that the cheat mode
adds a few extra problems of its

own! We would be very inter-

ested in the game and we would
like to have details of the extra

difficulties that you have to

Other organisations present

at the award ceremony were

Gallup and FAST (Federation

Against Software Theft). It was
particularly appropriate that

FAST was there as the theme of

the game is piracy. The amend-
ment to the Copyright Bill,

which FAST is keen to get

through parliament, had its

second Lords reading on Friday

10th March and was passed

unopposed.
If you have any nominations

for the award of a Gold
Cassette please wrile to us and
we will consider your sugges-

tions. Please be sure to explain

JRfA@>fft$PA@£
le« HOME COMPUTING WEEKLY 2i May
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Trouble In StoreforHerbert
Spectrum 48K £9.95

Commodore 64 £9.95

Amstrad CPC 464 £9.95 44 The Broadway, Bracknell, Berks. 0344 427317
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